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What, no disk? 
Ask the newsagent! 



SIMPLY 
THE BEST! 

Space Hulk! Alfred 
Chicken! Burning 
Rubber! The finest 
demos you'll find 
anywhere! 
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Yes, it's true! And you 
can read all about 
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I've just got back from holiday. 
In the Carribean. Yes, really. 
Who said that this job didn't 
pay well? (It was probably me, 
actually.) But, of course, every 
day's a holiday on The One, 
especially when the issue's as 
stuffed chock full o' goodies as 
this one. I won't bore you by 
going into details about all the brilliant stuff this 
month (I'll let Simon do that on the rest of this 
page) but, suffice to say, it got me so excited (after 
I got back from my holiday in the Carribean) I had 
to delegate all my work to Matt and meditate for 
five days. It's been a bit of a top month all round, 
actually. As well as going on holiday (in the 
Carribean), my sister got married - congratulations, 
Julie and Peterl - and I did a spot on Steve Wright 
In The Afternoon on Wun "Ef-Em', talking about the 
games on show at this year's ECTS. My dream of 
becoming a global media megastar has been 
fulfilled... 

DAVID UPCHURCH, EDITOR. 

P.S. Did I mention that I'd been on holiday? In the 
Carribean? 




4 CON TENTS 

Deliberately mislead dwellings of canvas. 

6 BOOB SECTOR 

Pwoar! Lots of lovely ladies with info on how to use 
your cover disks. 

13 GNUS 

Plenty of ox-like antelopes talking about all kinds of 
Amiga-related subjects. 

18 COMPO 

That scruffy bloke from Last of the Summer Wine 
gives you the chance to win an A1200, courtesy of 
Empire. 

20 LETTER 

This month in Sesame Street we introduce you to 
the letter 'B'. And sing songs about it. 

24 SHOWING OFF 

Gary Penn brags about all the luvverly Amiga games 
that were unveiled at the recent European Comput- 
er Trade Show. 

29 WEEK IN PROGRESS 

In our occasional review of the last seven days we 
talk about Mortal Kombat, Dream Web, Evolution 
and Wonder Dog. Includes a special guest appear- 
ance by Elfmania with their latest hit single. 

49 SEA VIEWS 

Sample seven miles of golden sand as we print lots 
of pictures of Bournemouth's beautiful coast. Plus! 
Space Hulk, Jurassic Park, Micro Machines and 
many more. 

82 UP LATES 

A full report on how to stay up until gone ten at 
night. Don't forget to bring some snacks and the 
A1200 versions of Morph and Ishar 2. 



MORTAL KOMBAT. 30 

It's here! Well, the console versions are. Bu? 
if you want to wait for the proper conver- 
sion of Mortal Kombat then there's not tha: 
long to go, as we discover in this 
EXCLUSIVE Work In Progress. 




GAMES FEATURED IN THIS ISSUE 



ALFRED CHICKEN 


REVIEW 


BLASTAR 


REVIEW 



BOB S BAD DAY REVIEW 




85 RE: PLAYS 

The part of the magazine where we address all the 
important issues of theatre and look at the month's 
budget re-releases. 

90 COP-O 

Welsh detective Ivor Truncheon gives away Space 
Hulk goodies from Electronic Arts 

93 PITS 

As Government cutbacks once again threaten the 
miners, we show you how to play Diggers, Beast- 
lord, The Patrician, Goal! and Worlds of Legend. 

112 JACK ISSUES 

Just what is it like to be called Jack? And in what 
way will this affect your chances of employment? 
Find out by buying old issues of The One. 

115 WE KNOW WHO WE ARE 

Yes, we do. But we're not sure about you. So why 
not tell us? 

118 ALAN BREED DIARY 

Alan Breed outlines what he's been up to over the 
past four weeks. Adrian Mole he ain't. 

123 SEEDY ZONE 

We review and rate all the latest dodgy movies. 
And some PD games. 

126 COMMENDED 

Douglas Bader accepts his medal for losing his legs. 
Race you there! 

130 NEXT MOTH 

The next winged insect to come under Simon 
Byron's magnifying glass is the Tiger Moth. 



SPACE 

HULK 50 

This game is really, 
really frightening - we 
can't stress that 
enough. Even the 
review is flipping scary, 
so tread carefully as 
you find out exactly 
how brilliant Space 
Hulk is. 




A game 65 million seconds in the making (or there- 
abouts). Ocean's film conversion of the month is 
finally ready for review. Which is exactly what you' 
discover here. A review. 





BURNING RUBBER REVIEW 



D-HERO REVIEW 



DREAM WEB WIP 



ELFMANIA WIP 



EVOLUTION WIP 



EURO CHAMPIONSHIPS REVIEW 



F1 WIP 



F-1 7 CHALLENGE REVIEW 



GEAR WORKS REVIEW 



GLOBDULE WIP 



HUCKLEBERRY HOUND REVIEW 



ISHAR2 REVIEW 



JACK THE RIPPER WIP 



JURASSIC PARK REVIEW 



MAGIC BOY WIP 



MICRO MACHINES REVIEW 



MORPH A1200 REVIEW 



MORTAL KOMBAT WIP 



OVERKILL REVIEW 



SPACE HULK REVIEW 



THOMAS THE TANK ENGINE 2 REVIEW 



WIZ'N'LIZ WIP 
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ON THE DISKS... 

What are you waiting for? Come on - the best demo 
ever is just dying to consume you (and we mean 
that quite literally). Enjoy the delights of Space Hulk 
(a 91%-er if ever I saw one), along with a quite 
superb slice of Alfred Chicken V chips (rated 86%) 
and Burning Rubber (which scored an almost- 
impressive 78%). 
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SPACE HULK 

Electronic Arts (1Mb only) 





LOADING 
YOUR DIS 

1. Shouting loudly for no 
apparent reason, put the 
disk of your choice into 
your Amiga's drive slot 

2. Screaming like some 
demented animal, turn on 
your Amiga 

3. Spitting at anyone in 
the room, make your 
choice using the function 

keys and play the demo. 



This has got to be the best demo 
that we've ever presented to you 
lucky readers and no mistake! Space 
Hulk is big, bold and beautiful, so 
much so that it earned a sizzling 91% 
in our review starting on page 78. 
This cracking demo offers you three 
enormous missions to tackle and 
you'll need every ounce of bravery 
you can muster if you hope to get 
through them without soiling your 
trousers. 

You take on the commanding role 
as you lead your squad of Termina- 
tors through the maze-like interiors 




of three Space 
Hulk starships. 
Each mission 
will ask you to 
perform various tasks, such as seal- 
ing off specified areas of the ship, 
torching certain rooms and - hoorah! 
- killing as many of the evil alien Gen- 
estealers as you can lay your Storm 
Bolter rifle on. I'll explain the control 
system in just a minute but first, let's 
have a look at the missions. 

MISSION ONE: You control a lone 
Terminator with two objectives: 
locate and collect a special object 



(it's a scroll, if you must know) and 
destroy a Genestealer statue near 
the centre of the Hulk. Once both 
these tasks have been completed 
you must run as fast as your 
armoured legs will carry you back to 
the teleporter where you started. 
Hint: Remember to close the tele- 
porter door behind you to complete 
the mission. 

MISSION TWO: You now control 




A great honour has once again befallen Matt Broughton and r to be quite frank, he's not 
worthy. The month of October has many stunning elements that take it into The Hall Of 
Great Months, but best of all is October's Boot Sector. Not one, but two fat, hot and puls- 
ing disks are just waiting to be allowed onto your screen. Ah, the smell of it. 
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PACE HULK 
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ALFRED CHICKEN 
BURNING RUBBER 



GIVING ORDERS 



The planning screen allows you to give set orders to each Termina- 
tor in advance by laying down icons in the order that you want 
them to be executed. If you want to interrupt these orders at any 
time, just enter freeze-time and cancel the unfinished orders. 





If this icon shows lines radiating from the Terminator this means he 
is in the standard 'Overwatch' mode, meaning he'll attempt to shoot 
anything crossing his line of sight. Click here to toggle Overwatch on 
and off. 

Click here with the LMB to make the Terminator turn 90 to the left 
or with the RMB to make the Terminator turn 90 to the right. 

Click here with the LMB to make the Terminator use his primary 
weapon (typically the Power Glove) or with the RMB to make the Termi- 
nator use his secondary weapon (usually a Storm Bolter or Flamer). 
After selecting either of these you'll need to click on the large map to 
specify a direction to punch or fire In. 

Click here with the LMB to male the Terminator open a closed door 
or with the RMB to make the Terminator close an opened door. After 
•electing either of these you'll need to select the door to act on by 
clicking on it on the large map. 

rf you have ordered your Terminator to fire a weapon, click here to 
select how many times they'll shoot. 

This show the orders given so far. You can give up to a maximum of 
five at any one time. 

This shows the Terminators available plus the weapons they're carry- 
ing. The Terminator being currently ordered is indicated by an arrow. 

Click on this to erase the last order given. 

I If using the planning screen in real-time click here to execute the 
orders, otherwise they will be executed once you leave freeze-time. 

Click here to toggle between freeze-time and real-time. 

This bar indicates how much freeze-time you've got left to 
your moves. 



two Terminators and have the sim- 
ple task of sealing off the centres of 
Genestealer activity by Closing the 
four open doors leading to the cor- 
ner sections of the Hulk. Hint: Stay 
alert for intense alien activity. Oh, 
and don't get killed. 

MISSION THREE: This is the real 
test for any man who reckons he's 
tough! You are now in control of a 
full five-man squad and must get the 
two Terminators armed with flame 
throwers up to the high-lighted 
areas on the map so that they can 
cleanse them with a purifying blast 
of fire. Good luck (and, believe me, 
you'll bloody need it!) Hint: Protect 
the guys with flame throwers - if 
they die you can't complete the mis- 
sion! 

The control system will probably 
seem complicated in description but 
is actually very easy to use in prac- 
tice. The main thing to come to 
terms with is the use of real-time 
and freeze-time. By clicking on the 
'Freeze' icon, you' can stop the action 
and rethink your general strategies 
as well as make use of the planning 
screen. There's a bar beneath the 
Freeze icon which shows you how 
long you're allowed to use this 
option before you're plunged back 
into real-time. The bar grows the 
longer you brave it in real-time. 

The standard screen shows you 
the first-person view of all the Ter- 
minators currently in play. Each Ter- 
minator's identity number and the 
weapons they hold are shown in the 
corner of each window (PG stands 
for Power Glove, SB stands for Storm 
Bolter rifle and FL stands for Flame 
Thrower). You only have full control 
over the Terminator in the main 
viewing window. You can, however, 
make any of the other Terminators 
fire their weapon by clicking on their 
small viewing window with the left 
mouse button (LMB). To bring a dif- 
ferent Terminator under your control 
click on their window with the right 
mouse button (RMB). 

You con move the Terminator 



shown in the main window in one of 
three ways, either by clicking on the 
arrows to the right of the window, 
by tapping the keyboard cursor keys 
or by moving the mouse pointer to 
the edges of the window and click- 
ing with the LMB when the pointer 
changes to the correct movement 
icon. Clicking with the LMB while the 
pointer is in the middle of the win- 
dow will activate the Terminator's 
range weapon. Don't go too mad or 
the weapon may jam for a few sec- 
onds. Holding down both mouse 
buttons activates the Terminator's 
Power Glove which is useful for 
close-range combat but a bit ran- 
dom in its effectiveness. 

There are a few other things you 
can do on this screen that you ought 
to know about. Doors, for example. 
Normally these are shut but they'll 
open as soon as you go to walk 
through them. To close them again 
(which you'll need to do in Mission 
2) click on the right-hand side of the 
door frame using the RMB. Also, 
objects; click over them with the 
RMB to pick them up. 

The bottom-left area of the screen 
shows an overhead scan of the 
immediate area - click on it with the 
RMB to access the planning screen. 
Here you'll find a large overhead 
map showing all the Terminators, 
Genestealers and doors. To scroll 
around the map use the cursors keys 
or click and drag the square on the 
small-scale map of the Space Hulk. 

On the planning screen you can 
give orders to your boys which 
they'll carry out in real-time. To do 
this select a Terminator by clicking 
on them (they should start flashing) 
and then click on the order icons to 
give a sequence of instructions (see 
panel). To set your man wandering, 
click on the desired destination and 
the course should be plotted in 
arrows across the floor - the same 
applies to weapon targeting. 

I know it sounds confusing, but 
have a bash and it should all fall 
into plate. 




BOOT SECTOR 



ALFRED CHICKEN 



Mindscape 




Your objective in this one-level 
demo is quite simple • release all the 
balloons by pecking at them, while 
staying alive and picking up as many 
bonus diamonds as possible in the 
given time limit. 

Most of the enemies come in the 
form of mice and can be easily dis- 
posed of by jumping above them 
and then pulling down so that you 
dive on top of them. You'll need to 
make use of moving platforms and 
doorways (open mouths) to get to 
all the screens in this demo and will 
also need to make some platforms 





Hold on to your lunch 'cause here 
comes another superb demo, this 
time in the form of the excellent 
Alfred Chicken platform romp. If you 
read last month's WIP on Alfred 
you'll no doubt be aware that this 
is one of the simplest, most fun- 
packed platformers that we've seen 
for quite some while, and you are 
now in a position to sample some of 
those Alfred moments in the com- 
fort of your own home. 



Shoot weapon 
(if you've 



found it) 



Jump 




Toddle 
right 



Peck t 

Dive (if airborne) 

Enter doorway 



solid by finding the correct switch. 
Springs can also help Alfred reach 
otherwise inaccessible heights in his 
quest for diamonds and treats. 

Another thing that must be 
brought to your attention is that this 
game is brimming with hidden 
rooms and extra bonuses, so don't 
be afraid to jump at seemingly solid 
walls or jump through the top of the 
screen as you search for these hid- 
den beauties. Also, make good use 
of the weapon should you find it! 

Once you've collected all the bal- 
loons on the level, you will be trans- 
ported to a bonus stage where you 
must collect all the floating packages 
on your flight to the flower at the 
top. who will then dish out any 
bonuses that you've qualified for. 



BURNING RUBBER 



Ocean 

Thank god we've just got the three 
demos this month because, to be 
quite frank, I can't think of many 
more ways of describing just how 
excited we are here at The One! No, 
honest guv'. You see, our special 
mates down at Ocean have 
bestowed upon us a demo of their 
latest release Burning Rubber so it's 
time again for me to ask you, the 
reader, to put on your asbestos 
pants and party. 

This course is one of the night 
races from the game and is set 
against a backdrop of the bright 
lights of Las Vegas. You have to get 
around this track as swiftly as your 



ft 




little tyres will let you. whilst trying 
to avoid the other drivers, not to 
mention the off-track obstacles. As 
you may well expect, any collisions 
register on your damage-o-meter 
and. if it should get to 100%. it's 
time to walk half-a-mile down the 
road and call for that nice man in the 
yellow van to come and tow you 
home. 

Before you actually race you need 
to plot out your preferred driving 
route on the overall map. You do this 
by selecting one of the available 
directions shown by the arrows on 
the right, at which point a little dot- 
ted line will show where it will take 
you. If you're 
happy with the 
route, press Fire 
and move on to 
the next section. 
Basically you just 
do this until 
you've planned a 
way to the end 
and - ahoy! - 
you're off. 

You have three 
nitro boosts at 



Activate 
nitro 



boost 



Steer 
to the 



left 



Accelerate 



Steer 




Brake 




your disposal which you can call into 
play with a tap on the fire button. 
You'll also find every now and then 
that a huge arrow will appear in mid 
air - this is to tell you when one of 
the major junctions is coming up so 
slow down and get ready to turn. If 
you miss any of the turnings you'll 
find yourself bombing off in com- 
pletely the wrong direction. Not a 
good idea incidentally. 

This demo will only allow you to 
play for a set amount of time so 
don't hang around for too long and 
don't forget to clunk-click every trip 
(as Jimmy Saville O.B.E. says). 



There really isn't a lot more to say 
about this and chances are that it's 
already loaded up so tar and feath- 
er your sister and get down to some 
good old-fashioned platform fun! 

MY DISK APPEARS 
TO BE BROKEN! 

Due to the huge number of 
duplicate disks made, the occa- 
sional disk gets a bit bodged. 
We're very sorry if you've got 
one of these but don't despair, 
help is here. Whatever you do 
DON'T SEND THEM TO US1 
Instead, send them off to this 
address with a SAE for 28p: 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park, 
Dowlais, Merthyr Tydfil, 
Mid Glamorgan CF48 2YY. 
Once you've done this you can 
sit back and wait for your 
replacement disk to arrive. If you 
think that you can solve your 
problems down the phone, call 
the PC Wise helpline on (0685) 
350505 between 10:30am and 
12:30pm on weekdays. 



The Small Print Bit. 

1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known viruses, 
we can accept no responsibility 
for damage caused by viruses 
which may have escaped our 
attention. 

2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 





Getting spots was no big deal. But given 
the choice, I can live without them. 
It's been a while since I've had one. 
Nowadays I use Oxy* Clean Facial Wash. 
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* FACIAL \J 

f WASH\ 



Twice a day, morning and night - no 
more soap and water for me. 
First, I wet my hands and clean them 
thoroughly with Oxy Clean Facial Wash. 
Then I lather up some more and rub it 
all over my face before rinsing it off. 



Always read the label. Oiy W contain* Benzoyl Peroxide. »oxt and oxrcuii 'Em are trademark*. 



That's it. That's all you need to know 
about how to get clean, healthy skin. 
And how to keep it that way. 
Of course, even when I'm really careful 
a persistent spot can slip through the 
net. And if one does, I just use some 
Oxy 10. But I hardly ever have to. 

HARDLY 
EVER. 
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OXY 10 

COLOURLESS LOTION MAXIMUM 

CTHINCTH 





CHUCK ROCK 2 HEROOUFST - DO DARK QUEEN OF KRVNN ISHAR J 

10.49 8.99 9.99 18.49 




SENSI SOCCER POOLS OF DARKNESS GUNSHiP 2000 

13.49 9.99 22.99 



ULTIMA 5 

9.49 




POWER UP 

10.49 
■ 



HOG* 

11.49 



CHAUP MANAGER 1 CHAMP MAN 91*1 S OF MONKEY ISLAND DESERT STRIKE 

. 12.49 17.99 12.99 19.49 



AIR/5EA SU* 

13.99 




PRO' 




m 



FIRST SAMiWEG A SILENT SERVICE 2 RAVING MAD PREMIER MANAGER 

13.99 14.49 11.49 10.49 



7 00 1 

10.49 



BODVBLOWS CURSE OF ENCHANT1A WING COMMANDER PRO TENNIS 2 F1 GRAND PRIX 

16.99 13.49 10.49 12.49 15.49 



BATTLE OF IW 

11.49 



Games marked NOP will not work on A500 Plus, A600 or A1200. Games marked H012 will not work on the A1200. 
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HMmrAUM "tnsiON* 
DES1R* STRIKE I' MEO) ___ 

DISPOSABLE 'lIRO .-, 

DUU PRINCE VOLKFOUC 

DIU- S UCEllEHT ADVENTUHE 

DOC"G-T(1 UtOJ 

DORK 1 1 MEG) 

DRACllLA 1 1 MCQ| ■ 

DREAMLAHOS 

ITTUhSARnCA 5IORM MASTER ISHAR) 

(I MIUi _ IBM 

DHlAUREflll MfO 11M 

DUMtl MH»— m— — HI 

DUNE J BATTLE FOR AJUUKISH HEGIMAI 
DUNOEOV MASTER A CHAOS STBHE5 BAC. 

|1 MfO) ■ I1M 

D"NA BLASTERS . _ 10*1 

ELITE 11*0 

ELITE J (FRONTIER) „ MM 

ERIC (I MEG) MM 

EUROPEAN CHAMFNONS 1 1 MECl "M 

EYE OF THE BEHOLDER ISH) 1 1 MfO) .MM 
EVE OF Tcf BEHOLDER 1 1 1 MIG| II IS 

FHDOMABKin MEG i ITM 

FIITASEAIIM'K1HTBR10|IME0) -DM 

' I S STRIKE EAGLf 1 (1 MEGl MM 

'17 CHALLENGE 10M 

Fl«BTEAl'-.FICHTERiNO"i KM 

FABLES A FrIMW ■ LEGEND OF KYRANDU 

lNOil)|iME0) __,„..«M 

FACE CFiCf HOCKEXNOU) .m_m~_*M 
FANTASTIC WORLDS 

B ALMS PIRATES MEGA ID MAMA. 
FULOU3. WONDERLAHOI 

(TMUlfNDII) — , MM 



l|M 
Jill* 



FMtkrCt -~~ . ..._T»M 

FIRBT iiWURAI . MEGA LC IMrUMM| I1M 
FLAMES O* FREEDOM (MOWINTER1) 10 W 

FLASHBACK ,IMIO> - »M 

FORMULA I GRAND PRDI MM 

FUTURE WARSlNOU) 10M 

OIilUEQI - tftt 

QAUNTiETI „ , — , 'M 

GAUNTLET J INCH 1) IBM 

GEAR WORKS l»M 

GHOULS N GHOSTS TM 

aiMOULE , MM 

GOAL — -. — .. — -MM 

GOBLIIHMI — 

GOLF WORLD CLAM LEADEMJOAHO I VI 
GRAHAM OOOCH DATA C-SK . —MM 

GRAHAM OOOCH WORLD CLASS 
CMCMTHMMB —MM 

QRA"AM TAILOR S SOCCER 

MANAGER it MEO) , UAt 

GRAND PRil CIHCUrF ™ SM 

OUNSHIP HKC 1 1 MEO) MM 

rttJUOUM .—.IT* 

HEAD GIER HEELS '■■ 
"flMBALll.1 MEGnNOIJ) MM 

"(ROOUEST . DATA DISK <NOI« AM 

HERQOUEST2 THE LEGACV 0' SORASIl 

i ME0| . . ITM 

HILL SIREEI OLUES(NOll) tM 

HMEDOUNSlI MEOi MM 

IMrTQATLMC l»l»lt|) MEG) ... . UN 
MOllTWOOO COILECTKW 
iROBOCOP GHOBTBUSTERS 1. HOI ANA 
H>Ht% ACTION. BATMAN THE MOVIE! OA 
INORI - " 

hook . yjm 

"UWANSlfi MEO) — .— , MM 

HUMANS OAIA OSK iNOIl) 

HUN'IRiNOlI) 



mo 

I0M 
I1M 

I'M 

1«M 
.EM 
I4N 



IK. 

■MORTAL IMOIB __........._„._.. 

MDMNA IONE5 ADVENTURE ■ . . 
INDIANA JOMES 1 ACTON IFATE Of 

AILANTMI .J- 

INDIANA lO'.EE, FATE OF AIANHS 

ADVENTURE 1 1 MEOI 

IMD> JONES (ACTION) 

INTERNATIONAL RUGBT CHALLENGE 
IN T E RN ATONAL SFORTB 
CHAuENOE (NOI1) _____ 

. . : ONBCVCIiSMtlMBl) 

ISHAR 1 • LEOlONB OF CHAOS) 

IAIJ00 VERSION) 

IT CAME FROM IHI DESERT nH ANT 
HEADS DATA OSK H MEO) . _._..-._ 

JACK N t KLAUS GOLF , _ 

JAGUAR IJ1M(IMCCH — H« 

JAME1PON0J ROOOCOD i'«» 

JWMT WHI1ES SNOOHER MM 

.•0"N MADDEN S (U Si '00 'BALL I'M 

.•uBASSICPAHKdMEOp . ITM 

JURASSIC PARK IAUIW VERSION) Ik 41* 

kiio MToman mio> ...imb 

*ICKO»F J|l MIGIlNOI]) tM 

KINGDOMS OF GERMANY |l MEO| IBM 



i | in 
S 4B 



KITHSIOUS. 

KNIGHTMARE ,._ 

KNIGHTS OF THE SKY 0 MEGI 

KMFBTVB SUPER FUN HOUSE 

LAST NINJAllNOtl) 

I EGEND iWORLO 0' LEGENDi 

LEGENDS OF VALOUR P MEO) 

i-EMUINOB 

LEMUiNOSDATA DISK ■ OH MOI 
LAMMMMI 



|| w 
1141 
IBM 
i • N 

'SS 
IJM 
MAI 
IJM 
■ M 

1LM 

UMM-THf CBAUENGEOFGOLFilMEOJ ll.M 

LON-EART ITM 

LOMBARD R»C RALLY _-__._7M 

LORD OF THE RINGS tUt 

L0STYIWNG1 ._.__ IBM 

LOTUS TURBO CHALLENGE IINOIJI ...«M 
LOTUS) THE FINAL C-ALlENGE 

(I ME GM NO I II .._ . . IBM 

LURE OF THE TEMPTRESS |i MEO) It At 

Ml TAMI PLATOON (I MBW 1I.M 

WAGiC BO* - .. — i— ff JO 

v/.iiic MOflLM 

(STORM MASTER ORAGONS BREATH 
CRYSTALS OF ARMOREA) (NOI. i IBM 

MANCHESTER UNITED BM 

MANIAC MANSION (NOM) IBM 

MICRO MACHINES IBM 

MICROPROSE ID GOLF |l MEO) tin 

MONOPOLY — ..I BM 

MORTAL • OMB AT II MEOl IBM 

MR HUT? (AIIMI VERSION! _ IBM 

MCKfAlDOSOOLF JIM 

KfCKY BOOM i IBM 

NIGEL MANSE LL S WORlD 

rj.AMFSH*(IMEGI ISM 

MGEL MANSllL S WOR10 OMMFMOP 

|AII(MIVERS*OM| -_ MM 

MPPON SAFES 1 1 MEGI _ - JBM 

OPERATION STEAL THiNOUl II li 

PATRICIAN 11 MEO) MM 

"(Btrci GENERAL -JIM 

PER*ECI GENERAL DATA OMK ..- It M 

PERIHELION II MEGI JBM 

POA TOUR Gi>„» • COURSES l*9t 

POA TOUR OOLF COURSE 0H4C _ II M 

PINBALL DREAMS n MIGl 1141 

P1NBALL FANTASIES IBM 

PLAYER MANAGER (HOI >| BM 

POOL 3 0" DARKMEM BM 

POPULOUS » KM LJTV ITM 

POPULOUS I ( I MEG) . 

challenge daia d«k'~ MM 

POWER UP 

(CHASE H 0. TURMCAN. IOUT A1IERED 

BEAST. RAINBOW ISLANDS, IBM 

PREMIER MANAGER (I MEOI IBM 

PREMIER M4NAOBR JH MEO) It 4t 

PREMIERE 1 1 MEOl _. MM 

PRINCE O' PERSIA |l ME0| 'M 

PRO TENNIS TOUR 1 MM 

PROJECT I 'SPECIAL EDIT"!'! (I MEOl I0*t 
PUGGS'n MEG) MM 
QUEST 1 GLORY 
(BL0O0WYCH MIDWINTER 

CADAVER. OATliNOIl) „ . IXM 



OUESTRON J ISSUING! II IM 

B TY PE (NO I ll _._._—. 

bailroaotvcoonit meo mm 

oaiiiujw collection 

■ Bubble bobble rainbow islands hew 

fEALANOSTOHYil'iOPi AM 

RALLY (I MEO| mf 
RA*WG MAD 

iMEGA TWINS. JAMES POND I ROBOCOO 

fBJDUHpt IIM 

REACH FOR THE SKCB — J0»» 

RICK DANGEROUS |N0») TM 

BOAD RASH 1T.M 

ROBIN HOOO LEGEND QUEST T.M 

ROBOCOO AEO (AIMS VERSION) IT M 

ROOOCOPl TM) 

ROOOCO" JINOIEl —_,....>» 

ROME (' MEG) ^_„.__- MM 

ROBKEIDMPT BM 

R-DERCUP — — .— — IBM 

RYDER CUP (AINfl VERSIONI 1MB 

SABRE TEAM - I1.M 

SABRE TEAM 'AIJOC VERSXINi ...II* 

SCRABBLE (US OOlO) . IBM 

SECOND SAMUM [I WO) JBM 

SECRET 31 MOS*E' ISLAND; I MEG) IIM 
SECRET OF MONKEY ISLAND 1 1 1 MEOl M M 
SENSIBLE SOCCER , .;*» SEASON) 1 1 M 
SHADOW OF THE BEAST J (W«" T SHIRT, 1 14 
SHADOW Of THE BIAS! » IBS* 

SHAM "OR IDS (HI LEI AM 

SHUTTLE it MEO) . IT.M 

*ILINTMRVICIJ|IMEO)(NOP| . — I AM 
UM CITY DEIUIE 

ISIM CiT*. FUTURE CITIES A TERRA*! 

editor i;:w 

SIM li*( I A 1 100 VfSTBJON) JIM 

SIMON "IE SOUCf BE »( » MfO) XEM 

SIMON THE SORCEBER 

i Ai JMVERSIOm i^i' 

SLECPVALKEX . ii M^ft 

SMASH TVT.M 

SOCCER "JO IBM 

SOCCER KID tAIMO VERSION) IBM 

SPACE CRUSADE - DATA C"SK INOU) . 14.M 

BPACIMAJ1 JBM 

St»RII OFElCALIBuRii M10HNOP| BM 

SPORTS MASTERS 

.PGA GO--' HlQ'iO-- ADYAMAOL ''Hi.; 
EUROPEAN CHAMPIONSHIP S IMIi.l MEG I 

MOII) | . , JBM 

■TAR TREK nr~ ANNIVERSARY 
(AiJOOVERSONi MM 

STARBLADC(NOM) BM 

STEVE OAVVS SNOO«ER ..IOM 

STRATEGY MASTERS 

epHJlOUS HUNTER SP»»lT O* EXCAIIBl/R 
ESS'LAYER JIM BATTLEMASTtR) 

( I MEOl INOill ... ■" JIJO 

STREETFIGHTER I . . IBM 

STRIKER}! MCO) — , IBM 

STUARI PEAPCE S SOCCER MIICTONS 
1IUCK OFF I WORLD C-AMPONSH.P 
MKCER BANCllEGTEB UN, HI] 
B4TT£RMATIOMALSOCCER||N0!Jl 1141 



BTUAfT CAR RACER. NOlI) 
SUPER CARS I NO ll| 

SUPER CARS ; .NOP) 

SUPER CAUIOROO) .. I 

SUPE R F BOG 1 1 MEO) —I 

KM MM ON _ 

SUPER HMtO ■ 

SUPER LEAGUE MANAGER 1 1 MEG I 
SUPER SPACE INVADERS 

SUPIRSKIllNOIJl . 

S-ITCHBLAOEJINO'l) « 

SWIUNOP) .__ 

SYNDICATE (I MEO) 

TERMINATOR t 
TFIIAIMOVERSKJN) 
THE ADVENTURES 
.SUPREMAC" "UNtfR C.>"POBAT.l<.. 

Hon — ._. M4 

Ihe blue a ihe orey (i megi _ mb 

THE LOST TREASURES OF iNFOCOM I 

INFOCOM TE1T ADVENTURE! 




THEAT7M OF DEATH 

THUNDERHAWB 

TITUS THE F0« 

'ORNADO II MEO) .. 

"tANSARCnCA. ._- 

lUMHCAJ) 

TDflRICAMl 



— im 

- JM) 
TIM 



TV«JX)RTSP0I.NGiNOTl) 

TV SPORTS FOOTBALL |MJH) 

ULTIMA i [*Om ii -i - 

UTOPIA - OAIA DISK 

HO NGS ■ FIELD OF CONQUEST |T MEG 

VRDOM INOIl) , 

WALKER . i 

WAR IN THE I""' 

WAAWORKStl MCO) 

WHEN TWO WORLDS WAR (I MEOl 

WING COMMANDER I 1 1 MEO) 

WL?NUZ _ 

WU-KD i 

WONDERDOG 

WOOOYS WORLD 
•ft*f WRESTLIP*G|NOH| 

««l WRESTLING 1 it MEOl 

• (HON J MEDABLASl 

YD JOE m— 

ZAi. MC"RAC>EN|NOII) 

100L(IMfGI - 
ZOOIIAIJOO VERSIONI ._._■_„.._' 

KMW '("Wl i 1 



HUNDREDS MORE 
GAMES AVAILABLE 
IF YOU DON'T SEE WHAT 
YOU WANT PLEASE CALL 

0279 600204 



I'M 
MM 

I'M 
Tl M 
"4B 
.IM 



DISK DRIVES 



EXTERNAL IS DISK DFUVE WITH 

SONV CITIZEN DRIVE UECHAH45M 
■MK FOFlMATTtD CAPACIT*. 

QUIET HIOH OUAUTY. SLIM LINE 

DESIGN. COLOUR MATCHED METAL 

CASE AND LONG REACH 
CONHE C HON CABLE. 

SOW 



EXTERNAL DRIVE FOR AMIGA 

CUM ANA EXTERNAL 1 f DISK DRIVE 

FOR AMKQA | VERY HIGH QUALITY) — _______ BO M) 

ZVDEC INTERNAL REPLACEMENT DISK DRIVE FOR AMIGA 
REPLACES EXISTTNO ORIVE IF4VAL10ATE5 WARRANTY 
WHEN FITTED „. 47. BB 



HARD DRIVES 



GVP AMi: TURBO HARD DRIVES FOR ASM OR ASOOP WITH 

40MHT SSOilOEC ACCELERATOR BOARD BLRlT-OV. INCREASES 
THE SPEED OF YOUR COMPUTER SIGNIFICANT LV I MEG RAM 
INCLUOEO EXPANDABLE TO B UEO AWARD WINNING 
DESIGN IDEAL FOR USE WITH SPREADSHEETS. OTP AMD 
WORD PROCESSING PROGRAMS 

GVP ASM (I2OM0) TURBO HARD DRIVE - ' " " 

GVP A WO (SOMbl TURBO HAPO DRIVE S*9 99 

GVP HOB. AS MEGABYTE AMIGA ASOO AND A5O0 PLUS 
HARD DRIVE (SERIES III RAM EXPANDABLE TO I MEO 
(SIMMS). PC EMULATOR SOCKET , ISA 90 

TOSHIBA IDE HARD DRIVE FOR AMIGA ASOO OP> AIJTW 

INCLUDES EVERYTHING NECESSARY 10 Fn INTERNALLY 

INVALIDATES WARRANTY WHEN FITTED 

IOSHHSA 4OM0 IDE HARD DRIVE. I1AJB 

TOSHIBA OOMD IOC HARD DRIVE 194 W 



JOYSTICK EXTRAS 

PORT EXTENSION ADAPTOR FOR AMGA (CHANGE JOYSTICKS 

WITHOUT HEElbnG TO REACH BEHHO COMPUTER) SH 

ROHOSHIFT INTERFACE FOR AMIGA (PLUGS MOUSE A 
JOYSTICK MTO ONE PORT) ...,..__ — 1MB 

MEMORY UPGRADES 

5IIK AMIGA RAM WITH CLOCK FOR ASOO AND ASOO* »M 
SIJK AM*CA RAM WITHOUT CLOCK FOR ASOO ANO ASOO* It. BO 
l MEGABYTE ASOO PLUS RAM UPGRADEWITH CLOCK 33.09 

i MEGABYTE ASOO RAM UPGRADEWITH CLOCK MM 

/ MEG PCMCIA UPGRADE FOR ASOO OR AIJOO 
PLUGS DIRECTLY INTO SMART CARD SLOT. 
THESE ARE NOT BATTERY BACKED AND 

CAN'T BE USED AS A DISK ONLY AS RAM. .11 AM) 

4 MEG PCMCIA UPGRADE FOR A0OO OR A1IB0 

PLUGS DIRECTLY INTO SMART CARD SLOT. 

THESE ARE NOT BATTERY BACKED AND CANT BE U5EO 

AS A DISK. ONLY AS RAM ISA W 



CLEANING 

CLEANING KIT FOR COMPUTERS |»NCLU0E5 VACUUM)! BM 

DUST COVERS 

OUST COVER FOR AIMO (CLEAR PVC) iimi ' 

DUSr COVER FOR ASOO .4.M 

OUST COVER FOR AMIGA A500 OR 

ATARI ST (CLEAR PVC) — — — AM 

DUST COVER FOR MONITOR (CLEAR PVC) 4JM 

LEADS 

HI-FI LEAD FOR AMIGA (STANDARD PHONO INPUT) AM 

MONITOR LEAD FOR AMIOA TO 

PHILIPS CMBEL13 MB? UONCTOR 7 JO) 

MULL MODEM CABLE 7" 

SCART LEAD FOR AMIGA TO GOLDSTAR TELEVISION.. .B.M 
5CART LEAD FOR AMIGA TO SONY TELEVISION )K 



SCART LEAO FOR AMIOA TO TELEVISION WITH SCART 

INPUT (GIVES MONITOR QUALITY PICTURE) B.M 

SCART TO SCANT LEAO FOR TV TO VIDEO (GIVES 

EXCEPTIONAL ENHANCED QUALITY PICTURE) JLM 

HAND SCANNERS 

POWER SCAN HAND SCANNER FOR AMIGA 

(VERSION )L TRUE GREY SCALE. I0O40OOPI (INCLUDES 

cnrrwAnt) ioam 

WORK CENTRES 

DELUXE WORK CENTRE (RSO) (STEEL MONITOR STAND 
WITH EXTRA SHELF FOR EXTERNAL DISK DRIVE AND 
ACCESSORIES. MOUSE HOLDER. MOUSE MAT AND ALL IN 
ONE DUST COVER) 

DELUXE WORK CENTRE (RSO) FOR AMIGA AI300 B3.M) 

DELUXE WORK CENTRE iRSOl FOR AMIGA ASOO OR AWO P MOT 

PREMIER CONTROL CENTRE FOR AMIGA ASOO 

ISTEEL MONITOR 5TANO WITH EXTRA SHELF 

FOR EXTERNAL DISK ORIVE ANO ACCESSORIES CUSTOM 

FIT FOR THE ASOO) _ 33J* 

MUSIC & SOUND EQUIPMENT 

GVP DIGITAL SOUNO STUDIO. STEREO SOUND SAMPLER 
FOR AMIGA 500. BOO AFIO 1)00. EXCELLENT SOFTWARE 
PACKAOE INC L UDEO- ______ __________ J7J*1 

SCREEN BE AT STEREO SPEAKERS FOR AMIGA OR IBM PC 

REQUIRES *AA BATTERIES OR MAINS ADAPTOR. 
DESIGNED SPECIFICALLY FOR COMPUTERS. INCLUDING 

MOUNTINGS FOR ATTACHMENT TO MONITOR. ._._ IBM 

MAINS ADAPTOR FOR SCREENBEAT SPEAKERS 7M 

VIDEO EQUIPMENT 

ROCTEC GENLOC PLUS FOR AMIGA 



_____ IM M 

Villi AMIGA 1} (CAPTURES COLOUR IMAGES FROM VIDEO 

MACHINE OR CAMCORDER COMPATIBLE 

WITH TAKE Z DELUXE PAINI 4 AND MUbl AH I HACKAuLi) 

73.99 



POWER SUPPLY 

ZVDEC AMIGA POWER SUPPLY (SPECIAL COOL RUNNING 
TRANSFORMER) . .... 

DISKS & DISK BOXES 

BANXOISKBOX3S"(IIO)STACKABLE _.._- 

BAN! DISK BOX J.S" (BO) 5TACKABLE 

DELUXE DISK BOX 1 5" (BO). LOCK ABLE. DIVIDERS 

DISK BOX 3 S' (ID CAPACITY) 

DISK BOX 35" 1130) LOCKABLE. DIVIDE RS 

PACK OF 10 VERBATIM SJ" OSDO DISKS 

WITH LABELS (BRANDED) _ 

PACK OF 50 VERBATIM IS" 0SO0 DESKS 

WITH LABELS | BRANDED I _ _____ 



■ IM 

I3M 



Tl 



ITM 




ON 



3.5" DSDD DISKS 
WITH LABELS 

PACK OF 50 ....22.99 
PACK OF 10 WITH FREE 
FLIP TOP BOX ....7.99 



PACK OF 10 VERBATIM 
3.5" DISKD WITH LABELS 
6.49 






AMIGA DEALS + CD-32 



COMMODORE AMIGA 
A600 LEMMINGS PACK 




DELUXE PAINT 3 AND LEMMINGS. 
BUILT-IN TV MODULATOR. MOUSE, 
WEG RAM EXPANDABLE TO 10 MEG, 
32 BIT 68000 14MHz PROCESSOR, 

AGA GRAPHICS CHIPSET 
•EAR IN-HOME SERVICE WARRANTY 



COMMODORE AMIGA A1200 
LEMMINGS PACK 



264.99 




WITH DELUXE PAINT 3 AND LEMMINGS. 

MOUSE, BUILT-IN TV MODULATOR. 
2 MEG RAM EXPANDABLE TO 10 MEG, 
32 BIT 58020 14 MHz PROCESSOR, 
AGA GRAPHICS CHIPSET. 
1 YEAR IN-HOME SERVICE WARRANTY 



COMMODORE AMIGA 
CD-32 CONSOLE 




CD BASED CONSOLE WITH 
AMIGA A1200 POWER. 256.000 
COLOURS FROM 16 MILLION. 
COMPLETE WITH OSCAR AND 
DIGGERS CD GAMES, 2 MEG 
RAM AND 1 1 BUTTON JOYPAD. 
CAN PLAY AUDIO CD S AND 
CD.G DISCS. 



^rftfA COMMODORE AMIGA 
--f^TaS** A600 LEMMINGS PACK 
\30P^AS ABOVE COMPLETE 
WITH SONY 14" FST KVM1400 
i COLOUR TV/MONITOR| 
i AND SCART LEAD 




COMMODORE AMIGA 
A1200 LEMMINGS PACK 
AS ABOVE COMPLETE WITH 
SONY 14" FST KVM1400 COLOUR 
TV/MONITOR 
AND SCART LEAD 




439.99 



I 



COMMODORE 
AMIGA CD-32 
AS ABOVE 
COMPLETE WITH SONY 
14" FST KVM1400 COLOUR 
TV/MONITOR 
A SCART LEAD 



465.99 



194.99 



SONY 14" FST COLOUR 
TELEVISION/MONITOR 

MODEL KVM1400WITH REMOTE CONTROL 
FREE SCART LEAD 

(STATE SNES. MEGADRIVE. AMIGA or ST) 

AVAILABLE IN WHITE AT NO EXTRA COST 
FOR FASTEXT OPTION PLEASE ADD £50 

SONY TV/MONITOR ENABLES MONITOR QUALITY PICTURE 
FROM AMIGA. SUPER NES. 5T OR MEGADRIVE VIA SCART 
CONNECTION. ALSO SUITS ALL CONSOLES VIA NORMAL RF 
INPUT INCLUDES REAR SCART'EURO. 60 CHANNEL 
TUNING. BLACK TRINITRON SCREEN. TWO POSITION TILT 
DESIGN FOR CHOICE OF ANGLE. INCLUDES LOOP AERIAL. 
SUPERB QUALITY. 



CITIZEN 120D+ 9-PIN 
MONO PRINTER 

Toi l — i "MCPWWLQ. 7NLQ/I 



— f W I TWLlAD 



ISC** 



FOR A FREE CATALOGUE PLEASE CALL 
0279 600204 



CmZEN 5W1FT 90C 9-PIN 
COLOUR PRINTER 

M H COLUMN S40C PSA4NLO tMLO 

-t AD 



1*4.99 



no 




CHEETAH BUO 
JOYSTtC". I AMIGA 
FOB MAT GOLD) 
u.w 



P'ifi MM MYSTIC* 
■ I M 



QUICKJOV IOP 5TAB 
JO V STICK 

III 



CITIZEN 200 24-PIN 
COLOUR PRINTER 

•"-N CXKOW «n 24 PW. M COLUMN 
: KmiQ« LOfl draft FONT AUTO 
Stf FAC»JTt INPUT OATA BUFFER. 

LOADING envelope 
f — Tmr 3 TEAR WARRANTY 

j«u pb»iuii*ao 216 99 





MINI COMPETITION 

PRO STAR JOYSTICK OUICKSHOT USE 

WITH AUTDRRE "avlHiO R ) 

C99 JOYSTICK 12W 



CITIZEN 240C 24-PIN 
COLOUR PRINTER 

— ■COU1MWOT. )4 PIN. SO COLUMN 
MCPMHO • LO/ 1 DRAFT FONT. 2 

^ - 259.99 



CANON BJ-10SX BUBBLE 
JET PRINTER 

M<CJ7LE *S COLUMN M0LOCPS 
IMWin fCMT l -EAR WARRANTY 

LEAD 



COMPETITION PRO 

EXTRA JOYSTICK 
(CLEAR BASE) 
10OT 



215.99 





OUICK.IOY FOOT PEOAL FOR AWiGA OR ST 

TRANSFERS ANY JOYSTICK FUNCTIONS TO 
FOOT PEOAIS IDEAL FOR FLIGHT AND CAP 

SIMS COMPATIBLE WITH MOST A Ml OA AND 

ATARI ST GAMES AND CAN WOHK IN 
CONJUNCTION WITH FOOT PEOAL 19.99 



SEGA MEGADRIVE 2 

+ SONIC 2 
TWO SEGA JOYPADS 
GENUINE UK VERSION 

112.99 



SUPER NES + 
MARIO ALL STARS 
1 NINTENDO JOYPAD 
GENUINE UK VERSION 



FREEWHEEL 
STEERING WHEEL 
(DIGITAL | FOR AMIGA 
(WORKS Al A 
JOYSTICK OR WITH 
FOOTPEOAL) suns 
MOST DRIVING 
GAMES 
?S 90 



GRAVIS JOYSTICK 
t OR AMIGA WITH 

FOAM PADDED GRIP. 
ADJUSTABLE HANDLE 
TENSION AND 
PftOQRAMMAtiLE 
HM •imoNE 
2)« 




ouauoi .1*1 

FIGHTER JOYSTICK 




QUICKJOY OJI 
JOYSTICK 
(MILRUbWIILntUI 
T.t9 



□ 



COMMODORE 
10B4ST 

COLOUR STEREO 
MONITOR 

FOR ANY AMIGA 
1 YEAR WARRANTY IftO OOl 
OFRCIAL UK VERSION 
FREE AMIGA MONITOR LEAD 
& FREE TILT AND SWIVEL MONITOR 
STAND 



GOLDSTAR 14" COLOUR 
TELEVISION/MONITOR 

WITH REMOTE CONTROL 
A SCART INPUT |CJ QQ 
FREE SCART LEAD * * 

(STATE SNES. SEGA OR AMIGA) 

G"VE5 PIXEL PERFECT PICTURE 



ALFA MEGAMOUSE 1 
FOR AMIGA OR ATARI 
ST. AWARD WINNING 
DESIGN BEST FOR 
DESION/ART 
PACKAGES 
I : M 



SPEEDKING 
ANALOGUE JOYSTICK 
FOR AMIGA (FOR 
PROPORTIONAL 
CONTROL ON 
SUITABLE 
SOFTWARE) 





SUPEnPRO ZIP STICK 
JOYSTICK FOR AMIGA 

OR ST WITH 
AUTO FIRE FUNCTION 
l&M 



ALFA MEGAMOUSE 3 

FOR A MICA OR ATARI 

ST. JW D*»V HIGH 
OUALITY MOUSE FOR 
A BUDGET PRICE 
13 99 



ALFA OPTIC MOUSE 
FOR AMIGA 300 DPI 

NO MOVING PARTS. 

£«TREM£LY SMOOTH 

AND RELIABLE 
MOUSE 



OUICKSHOT 1J7F 

PYTHON JOVSTICIt 



E3 



OUICKSHOT 16S 

AVI AT On I iMJYOTIOH 
7199 




TROJAN LIGHT 
PHA7ER GUN WITH 
SKEET SHOOT A NO 
ORBITAL DESTROYER 

GAMES 

(OTHER GAMES 
AVAILABLE i SEE 
"TROJAN" IN 
SOFTWARE LISTINGS) 

TROJAN GUN 
FOR AMIGA 
IB M 



DRAGON MOUSE FOR 
AMIGA 2M0P1 

tua 

ZYDEC TRACKBALL 
KM 

MOUSE MATS 

JUNGLE SCENE 
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MERRY CHRISTAAAS 
FROAA RENEGADE 




There's going to be very lit- 
tle time for skiing holidays 
and snowball fights for the 
boys and girls at Renegade this 
winter, as the London-based pub- 
Bsner has lined up its most hectic 
rvtease schedule ever for the next 
few months. 

First off the blocks will be 
Andrew Braybrook's long-awaited 
Uridium 2. The classic gameplay 
should be known to you all by 



now, but what may not be known 
are some of the technical flour- 
ishes which Mr. Braybrook has 
found the time to introduce. 

For example, the program is 
clever enough to be able to 
deduce your Amiga's exact mem- 
ory configuration, and to alter 
its parameters based on this 
deduction. So, depending on 
your machine, you could end up 
with extra visual effects (includ- 



ing vapour trails and exhaust 
fumes), enhanced spot effects 
and even - for those with the AA 
chipset - a special 'mayhem 
mode' to test even the most gift- 
ed player. 

The disk-based version of Urid- 
ium 2 is expected any day now, 
priced at £25.99 - a C032 version 
will follow. Watch out for a full 
review and demo next month! 

Once Uridium 2 is out of the 
way. Renegade will be able to 
concentrate its efforts on Turrican 
3 - the latest in Rainbow Arts' 
long-running blasting epic. Devel- 
oped by the leading German 
development team Factor 5, Tur- 
rican 3 will be available, priced 
£25.99, at the end of October, 
which means we'll be reviewing it 
next month. 

Finally for this year. Renegade 
plans to have Elfmania (see Work 
In Progress) available in your local 
software emporium, while 1994 
will see the launch of Ruff 'n' Tum- 
ble, the much-anticipated Sensi- 
ble World of Soccer, Flight of the 
Amazon Queen and the latest 
effort from the Bitmaps, Z. 
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GOOCH STRIKES BAT 

The career of England's greatest living batsman may be com- 
ing to an end, but this hasn't deterred Audiogenic from allow- 
ing Graham Gooch another chance to open for its digital team. 
Graham Gooch's 2nd Innings is an add-on disk for Graham Gooch 
World Class Cricket which adds a host of new features (many of which 
were apparently suggested by users of the original) to the standard 
game. 

Among the enhancements are tougher opponents, the addition of 
all 18 county teams (with batting and bowling averages correct to the 
end of July 1993), more statistics and improved save and load facili- 
ties. 

Perhaps the most exciting improvement of all though, is the addi- 
tion of a 'moments from history' section, where the player can 
become involved in some of the great moments in test history. 

You can become Ian Botham as he rips through the Australians, 
Fred Trueman as he... also rips through the Australians (only this time 
in 1964) or Graham Gooch himself as he works his way to his remark- 
able innings of 333 against India in 1991. 

Graham Gooch's 2nd Innings, which requires the original World 
Class program to run, is available now. 




MICROPROSE 
LOSE WEIGHT 

^■i allowing its recent take-over by Spectrum HoloByte, one-time flight 
simulation giant MicroPros has slimmed down its UK operation by 
closing its offices in Manchester and Leeds (formerly the home of 

Vektor Grafix). 

The move follows a bad year for the firm, where it tried to move away 
from its traditional flight simulation base into producing games of all types 
(and even tried to produce versions of its F-1 5 game on Sega and Ninten- 
do). 

In addition to closing the two Northern offices, 'Prose has made 50 staff 
redundant, and expects to move the remainder to a new office in Chipping 
Sudbury shortly. 

It's not all bad news though, as sources within the firm suggest that, fol- 
lowing this regrouping, it is likely to return to concentrating on its strengths 
- more fight and flight games perhaps? 





STORM SIGN 
MONSTER 

POP STAR 

■■ ovc over Ocean with your puny Jurassic Park Velociraptors. 
■■■H Storm has signed up an even bigger dinosaur in the shape 
M wm m of the legendary hippie plank spanker (erm... that means 
guitar player) and all-round muso, Steve Hillage. 

Hillage, who first 'hit the scene' way back when with his band Gong 
(ask your mum... or maybe your granny) made his mark more recent- 
ly with a 'techno project' called System 7 (eurrrghhh... a band named 
after the Macintosh operating system). His involvement with Storm 
will involve the production of a soundtrack for the firm's up and com- 
ing CD-ROM version of its film licence. The Lawnmower Man. 

"We approached Steve to do The Lawnmower Man because of his 
excellent reputation within the music industry," says Storm boss Jane 
Cavanagh. "The Lawnmower Man will undoubtedly be the most 
impressive CD-ROM product to date." 

In addition to hanging around with musical relics. Storm has also 
announced that it is to set up a new office in the United States. This 
follows on from its recent opening of a CD development studio in 
Southampton. 



FREE GAMES FROM 

FUTURE ZONE 

Are you a 'Zonie'? You might well be, because Zonies are (apparently) 
those of you who have signed up with the national chain of Future Zone 
shops and become a member of its Zone Club. 

If you are a Zonie, you are probably already aware that you are enti- 
tled to take part In the chain's newly-launched 'Bag-a-Bonus' scheme, 
where regular customers will be rewarded for their loyalty with a free 
game. 

The scheme works like this... all Zone Club members receive a col- 
lection card, which is then stamped whenever a game is bought from 
a Future Zone shop. When the card is complete, the holder can trade 
it in for a free game up to the value of £29.99. 

The Future Zone chain plans to have 40 stores up and running before 
Christmas. The latest shops have opened in Cheltenham, Cambridge. 
Manchester and West Thurrock. 
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LADIES 
AND 
GENTLEMEN 
PLEASE 
FASTEN 
YOUR 
SEATBELTS, 

WE ARE 
ABOUT TO 
TAKE OFF 



A1200 GETS 




n your 1200 stilt not powerful enough? Do you crave more memory 
Md ail of the benefits of a maths co-processor? You do? Weird! 

Still each to their own, and if all of that stuff is your bag, then you 
may b« interested to know that Silica Systems has just got its hands 
oa a delivery of new AmiTek A1 200 RAM expansion boards. 

These boards, which can accommodate up to eight megs of 32-bit 
•AM. a &8S82 maths co-processor and a battery-backed clock (none of 
m**ch are included, by the way) are available now, priced at a shilling 
short of eighty quid. (Isn't this CU Amiga's (yawn) territory? - Ed.) 



HAPPY DAZE! 

jL/t»om *s d <t's trying to prove that it is possible to start talking about 
Ovionti too early. Daze Marketing has chosen October 1st as the 
ttartmg date for a special festive offer on its Games Worth Play- 
-rxj budget catalogue. 

The Daze Christmas offer, which is due to last until New Year's 
Eve. laViiii | anyone buying a game from a selected list of Games 
Worth Haying titles to pick it up for only £2.99 - as long as it's 
ordered directly from Daze itself. 

The games on offer include Storm Master, Metal Mutant, Crys- 
tal* of Arborea, Boston Bomb Club, Superski 2 and Starblade. 
Cheques or postal orders should be sent 10 Daze Marketing, 2 Cm 
flat*. London NW6 3BT. 
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COR CRIKEY, IT'S 
CURLY COMPO! 



Arc you the sort of pig who likes nothing better than to spent 
an entire evening seeing exactly how many bags ol crisps yoi 
can stuff down your throat? You are? Well, my fat and spot 



ty friends, now is your chance to get your hands on a month's supply 
of your favourite Quavers courtesy of Ocean, Walkers Smiths and Micr< 
time Media. Even better than that, you could also grab yourself a fret 
copy of Ocean's One Step Beyond - featuring that crazy Quaver-lovinc 



STRIP 




...Fans of Channel 4's Games- 
master programme can now 
keep up with all of their 
favourite reviewers and chal- 
lengers even when the pro- 
gramme is off air, as Virgin 
Publishing is to launch 
Gamesmaster: The Official 
Book. The book, which fea- 
tures cuddly Jock Dominik 
Diamond on its cover (hang 
on a minute, hasn't he left 
the show?), is out soon, 
priced at £6.99... 

...Commodore is putting its 
money where its mouth is by 
planning to spend a whop- 
ping £7,000,000 on promot- 
ing the CD32 before Christ- 
mas. The biggest chunk of 
this wedge is likely to go on 
what the company describes 
as an "eye-popping" TV 
advertising campaign. Keep 
'em peeled... 

...Binary Asylum, the 
fledgling software firm set 
up by a team of former 
Amiga games journalists and 
interviewed in the June issue, 
has finally broken cover and 
announced its first release. 
However, other than telling 
us that the game will be 
called Zeewolf, the Bath- 
based crew have decided to 
keep their cards close to their 
chest. More news as we get 
it... 

...Fancy yourself at the 
wheel of a Ferrari? Sorry, but 
you'll have to work at that 
one yourselves. However, if 
you don't mind downgrading 
a little (well a lot actually, to 
a Fiat Cinquecento), then 
maybe you might like to 
check out the latest issue of 
Special Reserve's club maga- 
zine NRG... 

...Wang cares? Not any 
more it doesn't - at least not 
for those of you who buy 
new Amigas. From this 
month onwards, anyone buy- 
ing an Amiga computer cov- 
ered by Commodore's on-site 
warranty will be looked after 
by ICL. Wang, however, will 
continue to care for machines 
bought during the last year 
and a half... 
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dog, Colin curly. 

M you may remember from our July review of One Step Beyond, C 
computer one stormy night whilst playing his favourite game and has to so 
fling puzzles taking him through 100 levels and 10 Quaver zones. 

Well, we now have five copies of the game to give away plus a month's supply of Quavers. Imagine it, 30 
bags of pure delight melting in your mouth while you wait for the latest in puzzle entertainment to load up 
on your crumb-covered Amiga - ooh, too good to be true. 

All you have to do is answer these three simple questions 
(1) Which famous TV personality supplies the voice of curly Colin? 




Who's the husband of TV funny girl Dawn French? 
N-ime a top comedian from Dudley, West Midlands. 

you think you've got all three answers, put them on the 
i postcard or sealed envelople, along with your name 



■nny Henry Compo, THE ONE. Priory Court. 30-32 Farrlngdon 
ine, London EC1R 3AU. All entries must be received by Novem- 



bribes as of now - the credit card hotline operates 24 hours a 
Jay and he also accepts sweets. 



TREX 
WARRIOR 
NOT PUBLIC 
DOMAIN! 



Well, sort of. We've been asked to point out 
that Trex Warrior is only Public Domain in 
the United Kingdom, and that it retains its 
commercial game status in all other parts of the 
galaxy. Anyone caught copying the game outside 
the UK will be sent to prison for a very long time. 
You have been warned. 





EA MOVE INTO 

COIN-OPS 



aving already conquered the Amiga world 
with games such as John Madden and 
Desert Strike. US megacorporation Elec- 
tronic Arts is to take to the streets with the launch 
of a series of coin-op machines based on its 
favourite home computer games. 

The bad news, however, is that this launch is 
to take place in the US to begin with, and the 
machines may not see the light (or, indeed, the 
dark) on this side of the Atlantic until late 1994 at 
the earliest. 

There are no firm plans available yet regarding 
which games will be promoted from floppy disk 
to having their own arcade cabinet, but rumour 
has it that the first game is likely to be an Ameri- 
can Football simulation. 

Electronic Arts is not the first US software com- 
pany to dip its toe into the coin-op pool - Micro- 
Prose made an unsuccessful attempt to launch an 
F-15 machine a couple of years ago - but EA's Euro- 
pean boss Mark Lewis reckons that his company 
has the necessary ingredient to make a success of 
the new venture. 

"We think that we have the type of software 
that will prove quite popular," he says. 

While EA has vet to announce its strategy for 
the coin-op business, insiders suggest that its 
machines will be more likely to be found in bars 
and other 'adult' venues than in traditional 
arcades. 



NEWS 




A1200 

SELLING BY 

THE BUNDLE 

Tap Vn-ga distributor SDL has put together a new hardware and software 

-c Commodore's flagship 32-bit computer. 
OMd FUce N' Chase, the limited edition bundle features an A1200 and two 
9*m*& Nigel Mansell's World Championship and Trolls, and sells for 

£299 99 

Alongside this standard bundle, the firm is also offering a number of dif- 
ferent Kard drive models, with specifications ranging from a 20Mb model 
t»« 209Mb equipped machine. 



CHARTS! 

THE AMIGA GAMES TOP TEN 
As supplied by Virgin Games Centre. 

1 Championship Manager '93 6. Gunship 2000 

2 F1 7 Challenge 7. Space Legends 
1. Syndicate 8. Goal! 

A Dune 2 9. Flashback 

5 Soccer Kid 10. Graham Gooch s Cricket 



MINDSCAPE 
SUPPORT CD32 




Mindscape has become the latest publisher to pin its colours 
to the CD32 mast, with the announcement that it has four 
major titles in the pipeline for release prior to Christmas. 
First for the compact treatment is D/Generation. a revisit to the 
classic isometric arcade adventure. Due for release this month. CD32 
D/Generation features the same puzzle-solving, espionage-based 
gameplay which earned its disk-based predecessor a 89% rating - 
although this time around if s enhanced by the addition of 256-colour 
graphics. 

Also due for release this month is a compact disc version of the 
whacky cartoon capers of Alfred Chicken. Now fit and relaxed after 
his attempts to break into politics. Alfred's adventure features 1 1 lev- 
els of eggshell-ent action. 

Moving into a darker theme. November's major CD release will be 
Liberation - Captive 2. The follow-up to Tony Crowther's award-win- 
ning role-player, Captive 2 will mark Mindscape's first attempts to 
make full use of the CD32's enhanced capabilities as the game will 
heavily feature animation, speech and CD-standard music. 

Finally, in December, Mindscape plans to unveil TV Sports, a twin- 
sport compilation featuring hard-hitting action of the boxing and 
baseball variety. 

"Dynamic as it is, this opening line-up is just the tip of the CD32 
iceberg for us," says Mindscape spokesman James Morris. "Just wait 
until you see what we have lined up for you in 1994." 

Both D/Generation and Alfred Chicken are priced at £25.99. while 
TV Sports will set you back £29.99 and Captive 2 will cost a pound 
more than that. 



Have YOU got 
what it takes ? 



ALIEN BREED 2... coming soon from 



TEL:0924 201846 
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Magic Boy is a magic 
game and no mis- 
take! It's cute, it's 
funny and it's one of the 
best original games ever 
seen ever! Well, so we're 
told - we haven't received 
our review copy yet but what we've 
seen so far looks very nice. And now 
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you can win a copy of the game as 
soon as it's released along with a 
smart new A1200 to play it on 
should you choose to enter this 
fantabulous competition, arranged 
with more than a little help from our 
good buddies at Empire Software. 
If you haven't heard about the 
game yet here's 
the low down. 
It's a cutesy 
platform romp 
split over no 
less than 96 lev- 
els of colourful 



"Hey girls, I've got a mon- 
ster in my trousers". Take it 
from me, though, it never 
works - I've tried. 

But enough of that. 
We're offering five incredi- 
bly lucky readers the chance 
to get their grubby mitts on a copy 
of this superb game, plus a special 

■ III L - limited edi - 
jVL ., ty« tion of Cool 

Croc Twins 
for absolute- 
ly no cash 
whatsoever. 
Gratis. Free. 
For nothing. 
Don't say we 
don't treat 
you well. 
And, as we 
mentioned 
earlier, there's also an A1200 on 
offer to one lucky reader. You 
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already know what a wunderkind of 
a machine it is, so get ready to put 
pen to paper now. 

Anyway, to the competition. 
Here's what we want you to do. First 



PLUS! 5 copies of 






AN A1200! 



Ml 
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Guide Hewlett the wiza 
apprentice in his quest 
recapture all the creature 
he has inadvertantly 
released, save the day and 
have a great time in the 
process! Can you do it? I 
bet you'd like to try! 

Magic Boy is all about 
originality, and possibly the 
most original thing about 
the game is the fact that 
when Hewlett catches a 
monster, he sticks It 
down his trousers. 
Why? Nobody 
knows, but it 
might have 
something 
to do with 
going 
down the 
disco after 
the game 
and shouting 




AND 

a limited edition 
copy of Cool Croc 
Twins for the runners- 
up, all courtesy of 
Empire! 
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imagine our 
beloved editor. Si 
David Upchurch 
BSc, MBE & VAT. 
Now imagine his 
trousers. Can you 
imagine what he 
has in them? If 
you can then you should be worried, 
because what we really want from 
you are the three things you would 
expect to find stuffed deep in his 
pockets. 

You could be dull and realistic 
and talk about his wallet, his car 
keys and his little black book, or you 
could come out with something a 
little more exciting, like an Illustrat- 
ed Guide To Streatham, or a half- 
eaten Texan Bar. 
Maybe even a used 
chewing-gum collec- 
tion! Who can say? We 
can't, because every 
time we try to put our 
hands into David's 
trouser pockets, he 
runs away I 
Admit it, it isn't that difficult. 
If you think you can correctly 
identify the ingredients of 
David's portable skip, then 
scribble them down on the 
back of an envelope, or even 
a postcard if you live in 
I Hampstead, and send the 
lot to: Dave's Trousers 
Compo, THE ONE. Priory 
Court, 30-3? Farringdon Lane, 
London EC1R 3AU to get to us 
by November 28th, when the 
six lucky winners will be select- 
ed from our magical wiz- 
ard's hat. Then just twiddle 
your thumbs and dwell 
upon your imminent prize. 
Perhaps. 

P S If anyone has any 
ideas about how we 
can actually get into 
Dave's trousers 
without him notic- 
j ing, please let us 
know at the same 
. \ address. 
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There's always something exciting and controversial happening on the Amiga games scene 
and you're bound to have an opinion about it, whatever it is, so why not write into The 
One and tell us all about it. Remember: A problem shared (50,000+ people) is a problem 
halved. Or something. Well, anyway, send your deep ponderings to: Letters, THE ONE, 30- 
32 Farringdon Lane, London EC1R 3AU. Or you can Fax us, on: 071-972 6710. Especially 
good letters could win a free game! 
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CD SCARE! 

Dear The One 

Please, please, please let's hope 
that the CD32 fails, I now know 
how the A500 and A600 owners felt 
when the A 1200 was released. 
Being an A1200 owner. I feel that 
Commodore have done it once 
again. When publishers and devel- 
opers see that the CD cannot be 
copied games will be made for the 
CD only, with releases for disk users 
if they're lucky. 

1 am totally against piracy and 
even more so now because it could 
kill the Amiga altogether. Already 
Jurassic Park is to be released on CD 
first and then on disk later. Do you 
think that this will be the way that 
all publishers will go if the CD32 
takes off? 

N. Brown, Berks. 

/ can understand your fears 'N', but 
I don't think you should start wor- 
rying about everyone developing 
only CD32 stuff yet - the Amiga 
500/60011200 market is simply too 
big to ignore. At the moment 
developers are concentrating more 
on the floppy versions than the CD 
versions, though if the CD32 takes 
off In a big way that's bound to 
change. Also, don't forget that as 
there should be a CD drive avail- 
able for the A1 200 soon which will 
effectively turn your machine into 
a CD32, thus giving you access to 
all that new software. 



WHITHER THE 
A1200? 

Dear The One, 

I am writing concerning the appar- 
ent lack of A1200-specific games 
coming out. It is nearly a year 
since the A1 200's launch and. 



apart from a number of utilities and 
games you can count on one hand 
(e.g. Sim Life and AGA art pro- 
grams), there have only been 
tweaked versions of A500/600 
titles. Where's the enhanced game- 
play and PC-rivalling depth and 
quality we were promised? 

Also on the subject of A1200 
games I would like to know when 
some of the enhanced versions of 
various games that have already 
appeared on the A500/A600 are 
due along. It's fine to say an Al 200 
version is planned, but if it never 
appears the A1200 owner is left 
thinking he/she should have bought 
the A500/600 version instead of 
waiting a year for a better version. 
So far I haven't seen a single Al 200- 
enhanced game that's been worth 
the wait anyway. 

Howard Ambler, 
Wheatley, Oxon. 

It's a fair cop, guv. Stuff that real- 
ly uses the A1200 to its full has 
been a bit slow in coming, Howev- 
er, with top A 1200-only games like 
Ocean's TFX and Mindscape's Lib- 
eration just around the corner I 
think you'll find the wait has been 
worth it. 



BUGGED BY 
BUDGET 

Dear The One. 

Recently I and my friends have been 
getting cheesed off with the soft- 
ware companies. Plenty of people 
moan about the price of newly- 
released games, but now the price 
of budget game is going up too 
which is absolutely ridiculous. At 
£7.99 the games were quite rea- 
sonably priced but now the prices 
are exceeding £10. When will they 
realise that prices have to come 



down for them to make larger prof- 
its? 

Graeme Saunders, 
Layton RiseHorsforth. 

The price of budget games has 
increased recently, it's true. How- 
ever, this isn't due to some evil 
money-grabbing scheme on the 



part of the software houses, it's 
simply a matter of world economics 
and the rising price of floppy disks. 
Plus, in the case of some of the 
pricier new budget labels like Kixx 
XL, the higher cost is due to the 
fact that their games often come 
on more disks than the usual bud- 
get title or, in the case ofsims and 



Once again, the mighty David Upchurch 
allows a select group of pilgrims to sit by his 
fire and probe him deeply. First questions 
please - yes you, in the ropey trousers- 



Dear The One, 

Please can you put my mind at rest 
about some things... 

(1) Are all the Amiga game pro- 
ducers still going to release loads 
of good games for the Amiga 
500/600 if the CD32 takes off or 
will they start to die off? 

(2) How come Nintendo get all our 
games - Lemmings. Turrican. Putty, 
Chaos Engine and now Sensi Soc- 
cer - when we never get any of 
their games • Busby. Royal Rumble, 
F-Zero, etc? 

(3) Is there going to be a decent 
wrestling game out for the Amiga 
like WWF Royal Rumble on the 
SNES? 

(4) I'm a bit cheesed off because 
the Mega Drive offers speed and 
no slow down and the SNES offers 
a massive range of fab games and 
that fabulous Mode 7 stuff. What 
does the Amiga have to offer? One 
fire button, loading for 5 mins or 
more and a hell of a lot of money 
spent on hardware. 

(5) Is it worth keeping my Amiga 
500 'cos with all these new con- 



soles coming out I have a feeling 
that my Amiga is going to end up 
like the Spectrum? 

L Mungroosingh, 
Minster, Kent. 



( 1) With all the number of people 
who've got A500/600S they'd be 
out of their trees not to keep pro- 
ducing games for the machine, so 
don't worry. 

(2) Because Nintendo are a bunch 
of... (Snipl - The company lawyer.) 

(3) No-one's got an Amiga 
wrestling game in development at 
the moment so, er. no. 

(4) ...Plus software that's about 
half the price of the consoles', 
original games that aren't just 
platformers or shoot-'em-ups, 3D- 
polygon games that don't move 
like they're on a life-support 
machine, almost unlimited game 
sixn because they don't have to be 
squeezed onto one cartridge... 
need I go on? 

(5) What? You mean, still going 
after eleven years and responsible 



they 're accompanied by a 
manual You've got to admit 
i at the slightly higher 
sr<e. a tor of the recent budget 
nave been great value for 



CHEERS- 
EARS! 

0**r The One. 

■■fy. that's good. I am, of course. 
e+etrnq to the feature 'In The Biz' 
pmm warn a few months ago. I must 
say *'s about time an Amiga mag- 
aiMe dU something like this to 
snow Pie Amtga games playing/pro- 
vvaning community exactly how 
Mnoml) each software company 
frjaatfe? send-tns. 

Ob* company you didn't contact 
Mas Sawn, who despite their slogan 
VHa the dust settles, the quality 
■-— i -j *-«<_ugh') handle their 
iewo^« * s very professionally and 
here's atWa>s someone on the end 
of the phone who has sat down 
«jf*> your game, played it and 
kMMi who you are. As part of a 
ml programming/development 



of the best games ever, 
yet. you're probably right. 



Ooar The One. 

I have some posers for you (and I 
•o*T mean the Gladiators): 
(1) the CD 3 2 is so great, could it 
do an arcade-quality conversion of, 
wi Double Dragon or Dinosaurs & 

2 ' r# j mouse can be used on the 
Z :1 * games such as Monkey 
z-' Operation Wolf give an 
to use the mouse? Will a 
•_-*-ee-e*-*toned mouse come out 
far 0teCD32? 

(3) Why ts it you hate console users 

141 Couk) you label the different 
"rsei c - beat- em-up games differ- 
e—t-y i e diffentiate between the 
the only-wa Ik-left -and - 
Md the walk-around-beat- 
aao-up-ga ngs-and- taking -the ir- 
k«nd) I prefer the Double 
Und myself. 
: -r.rce possible to save 

oames onto a CD? 
1(1 What happened to Electronic 
Arts Cyherfight' Will it come out 
the At 200 or CD32? 

Robin King, 
Yateley, Hampshire. 

ft J Vup. easily, but I doubt anyone 



team trying to break into the com- 
mercial games world, I am general- 
ly appalled (with the exception of a 
few companies) at the response to 
'outsiders' like myself. 

Games writing started off in the 
early 80s with the Spectrum and 
C64. About 80% of today's games 
programmers started out in those 
days, shut away in their bedrooms, 
clacking away at their keyboard (or 
squidgyboard if you owned a rub- 
ber-keyed Spectrum). Today the 
majority of kids (and I mean 11-16 
year olds) own consoles and haven't 
even begun to sample the delights 
of programming their own games 
and probably never will. 

If consoles (and even PCs, as the 
sad truth is PC owners don't write 
games either) continue to become 
more and more widespread then 
good, new programmers will 
become few and far between, 
which will mean software compa- 
nies will have great difficulty find- 
ing people to write their games. 
Sure software companies could take 
on university graduates, with 
degrees in machine code program- 
ming, but if these people have no 
experience in writing games then 



would want to bother. 

(2) I'd expect so - it 'd make sense, 
wouldn't it? I've not heard any 
plans for a three-button mouse - 
aren't two enough? 

(3) We don't hate them - they just 
depress us. 

(4) Er, no. 

(5) Not In the foreseeable future. 
For your information there's some 
battery backed-up memory on the 
CD32 for saving games to, if that's 
what you're worried about. 

(6) There hasn't been word on 
Cyberflght for yonks. The last I 
heard the programmer was having 
a few problems getting the game 
running fast enough on a top PC, 
so an Amiga version now looks 
unlikely. 



Dear The One, 

(1) Will CD32 games work with an 
A570 CD drive on my Amiga 500+? 

(2) Do you know of any games you 
can get for the A570 CD drive? 

Scott Walker, 
Moray, Scotland. 

(1) No, because the CD32 is based 
around the AGA chips that are only 
fitted In the A1 200 and A4000. 

(2) Anything that's compatible with 
the CDTV will work on the A570. 



TRIC 
JUS 




A small selection from the vast range 
we stock. Phone for a complete prti 
containing over 600 titles. 



inge of titles 
e prke Hit 



uropec i 

FREEPHONE 
0800 318576 

Fax: 0480 496379 



5 INTELLIGENT GAMES 
•10 SPORTS DRIVING 
AIR8UCKS 1.2 
ALIEN BREED 92 
-AMERICAN GLADIATORS 
AMOS PRO 32.99 
AMOS PROcompwh 23.99 
I+AN0THER WORLD 16.99 
■APOCALYPSE 16.99 
(♦AQUATIC GAMES 7.99 
ARABIAN KNIGHTS 15.99 
♦ASHES OF EMPIRE 8.99 
ASSASIN 15.99 
•ATAC 23.99 
A-TRAIN 22.99 
•A-TRAIN CONS KIT 10.99 
B17 FLYING FORTRESS 22.99 
-BARBARIAN 2 10.99 
BAT 2 21.99 
BATTLE ISLE 93 15.99 
♦8ATTLE ISLE 15.99 
|4flATTLE ISLEMUiia 10.99 
I LEASTS 10.99 
'BEASTL0RD 14.99 
I ♦MLS TOMATO GAME 10.99 
BLADE OF DESTINY 26.99 
'BLASTAR 16.99 
•BOBS BAD DAY 16.99 
BODY BLOWS 16.99 
[♦BOSTON BOMB CLUB 4.99 
♦BRUTAL SPORTS FOOTBALL 16.99 
•BURNIN RUBBER 16.99 
I CAMPAIGNuuoiOTi 11.99 
♦CAPTIVE 10.99 
I-CASTLES2 23.99 
I ♦CENTREFOLD SQUARES 6.99 
CHAtfPIOHSHIP MAHASERt 16.99 
CHAOS ENGINE 16.99 
CHUCK ROCK 2 11.99 
CIVILIZATION 22.99 
-COMBAT CLASSICS 19.99 
♦COOL WORLD 9.99 
CREATURES 15.99 
•CREEPERS 16.99 
i CURSE OF ENCHANTIA 15.99 
DARKSEED" 19.99 
DESERT STRIKE 19.99 
•DIGGERS 17.99 
♦DISPOSABLE HERO 16.99 
•DOGFIGHT 22.99 
DOUBLE DRAGON 3 5.99 
•DRACULA 19.99 
DRAGONS BREATH 7.99 
DUNE 2 19.99 



[•F1 17A STEALTH FIGHTEF 22 .99 



f 17 CHALLENGE 
F19 STEALTH FIGH 
FLASHBACK 
| ♦FORMULA OWGfWID 

GOAL (1 MEG) 



GRArtAMG00CMCRIC>:i19 99 



♦GLOBAL EFFECT 
•GLOBAL GLADIATORS 

GUNSHIP 2000 

HARD DRIVIN 2 

HERO QUEST 
■HERO QUEST 2 

HILL STREET BLUES 
•HIRED GUNS 
♦HIST0RYLINE 

HUCKLEBERRY HOUND 

HUMANS 2 

HUMAN RACE DATA 
♦HUMANS count pick 

INDVJ0KS«'[<F*a»w 
»)SHAR-u«iiD c* 'Ofrrwis 

ISHAR 2 
•JAGUAR XJ220 
•JIMMY WHITES SNOOKER 
♦KI0 GLOVES 2 
•KINGS 0UEST5 
♦KNIGHTMARE 

LEMMINGS 2 

LOOM 

•LORD Of THE RINGS 2 

♦LOTUS tm ruM chukke 
•MAELSTROM 

maniac mansions 
man utd europe 

•MWUTOhhmhhmoimf 

•mega twins 

♦metal mutant 
micro machines 

♦monkey island 1 
monkey island 2 

M0RPH 
NAP0LE0NICS 
•NICKY 2 

NIPPON SAFES INC. 

DHN0!M0RE liMWINGSv. 

ONE STEP BEYOND 
•OVERDRIVE 
•PERFECT GENERAL 
•PERFECT GEHEflALnu»« 

PINBALL FANTASIES 

PIRATES 
•PREMIER MANAGER 

PFFN'ltH M*V- =: 



9 99 
11.99 
21.99 
17.99 
19 99 



1099 
16.99 
22 99 

7.99 

7.99 
16.99 

799 
22.99 
21.99 

7.99 
1999 
16.99 
24.99 
25.50 
10.99 
19.99 

9.99 
10.99 

7.99 
20.99 
10.99 
17.99 
10.99 
1999 
13.99 
22.99 

9.99 

7.99 
17.99 

7.99 

4.99 
16.99 
13.99 
25.50 
15.99 
23.99 
16.99 
19.99 
10.99 
14.99 
16.99 
21.99 
14.99 
17.99 

9.99 
13.99 



PRIME MOVER 

PROJECT X 
I ♦PUTTY 
>0UAK 

(♦RAILROAD TYCOON 

REACH FOR THE SKIES 

R0B0C0D 

ROBOCODAI200 
| 'ROME AD 92 

SABRE TEAM 

SCRABBLE 



♦SENSIBLE SOCCER 92>93 13.99 



SHADOWORLDS 
♦SILENT SERVICE 2 

SIM CITY DELUXE 

SIM LIFE (A500/A1200] 

SOCCER KID 
•SPACE HULK 

SPACE LEGENDS 
•STAR TRfK-Wii liiwurx* 
♦STORM MASTER 
•SUPER LEAGUE MANAGER 

SYNDICATE 

TECHN0S0UND TURBO 2 

THE GREATEST 
♦THEIR FINEST HOUR 

THE PATRICIAN 
♦TITUS THE FOX 
iTRODDLERS 
•UNIVERSAL MONSTERS' 

WALKER 

WHALE'S VOYAGE 
•WINTER CHALLENGE 

WOODY'S WORLD 

WORLDS OF 
♦WWF 2 

Y0IJQI 



JAMES POND 2 
SENSIBLE SOCCER 

ZOO L (EXTRA LEVEL) 

CHEETAH BUG 
COMPETITION PRO 
CRUISER (BLACK) 
FOOTPEDAL 
MAVERICK 
MINDSCAPEKMfMU'i* 
NAVIGATOR 
QUICKSH0T APACHE 
QUICKSH0T PYTHON 
SPEEDKING (AUTO) 
ZIPSTICK 



16.99 
999 
9.99 
8.99 
17.99 
19.99 
10.99 
15.99 
12.99 
15.99 
17.99 



1599 
1399 
25.99 
23.99 
17.99 
23.99 
19.99 
23.99 
6.99 
16.99 
22.99 
32.99 
19.99 
15.99 
21.99 
9.99 
10.99 
16.99 
19.99 
19.99 
23.99 
16.99 
EGEND 16.99 
9.99 
16.99 
14.99 

19.99 
P0A 
POA 

10.99 
11.99 
899 
18.99 
10.99 
5.99 
11.99 
5.99 
8.99 
8.99 
10.99 
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Pcm and packing: UK 1 7Sji per rtem 2nd Clan El 50 pw item lu CLu* £2.00 per «m 1st Clan Re<i>r*d 
LLC = O00 p*r flem; NorvLLC ■ £6.00 per Bern; 
. _ SwMl Atr LLC = £5.75 per Bern; Sw*t Air Non LLC 1 (5.00 per Item ^^^— m 

I No! Day Que ^ £500 per oxdtjnrat (Up to 9q Dcfcwo Men In Onfy) 

I/7C4 Trtk's marled with a may not be released « lime of going to pre«. Please 
telephone lor availability and a ful lopy or aur lenm and condUom. 
I Tiki marked «*h a atr jvaiibk j( the prtr shown wf* slwis last ! 



OPEN ALL DAY SATURDAY 
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they're stuffed. Games program- 
ming has to be learnt by experience 

• any developer will tell you that. 

There are a few companies who 
understand this - Bullfrog, for 
example. Peter Molyneux said in a 
recent interview that when looking 
for programmers for Syndicate he 
asked them if they played games. 
The guys that said 'No' didn't get 
the job. The guy that had spent 
years playing and writing games 
got the job and, after playing a 
demo of Syndicate. I can see why. 
Games programming is something 
you have to be involved with, you 
need to know what makes a good 
game. Bullfrog realise this and 
they're still going to be with us in a 
few years, along with DMA Design. 
Core, Mindscape and the other 
companies who encouraged your 
R Evans'. 

But it's not all doom and gloom. 
In my opinion, the Amiga scene is 
the most exciting around at the 
minute. I know everyone is think- 
ing 'Should I buy an A1200 or a 
PC?' Well, if you ask me, the 
answer's simple - I've been playing 
games on a 486 PC for a year and 
the A1200 blows the dung out of 
it. If enough people buy A1200s 
expect to see X-Wing and all those 
other drool-productng PC games 
written for it because, believe me, 
it can handle it. 

Simon Shirlow (coder, forgot- 
ten Myths), 
Co. Antrim, N. Ireland. 

Cheers for your letter, Simon, and 
I'm glad you enjoyed the feature. 
Your opinions mirror many of those 
in the games industry. Everyone 
wants to see the Amiga stay suc- 
cessful because, if it ever disap- 
pears, there's a real question mark 
over where all the new program- 
ming talent is going to come from 

• it certainly won 't be from the con- 
sole kids or the older PC owners. 



TO BUY OR 
NOT TO BUY 

Dear The One, 

I read your feature on the new 
Amiga CD32 and was wondering if 
Commodore were considering mak- 
ing another computer which is 
superior to the A1 200 yet at rough- 
ly the same price (excluding the 
CD32) because I don't want to buy 
the A1200 only to find a better 
computer just around the corner. 

I've heard that a double-speed 
CD drive for the A1 200 might make 
an appearance - is this true? If so, 
how much will it cost? Finally, 
would the nice-looking CD32 
joypads be available for every- 



one and not just CD32 buyers 
because games like Street Fighter 2 
and Body Blows are pretty crap 
without a joypad. 

L Bailey, 
Ipswich, Suffolk. 

P.S. It seem your magazine is so 
popular that other magazines are 
copying your features, like The 
Diary Of A Game, for example. 
Funny, don't you think? 

Any decent hardware company is 
always looking to improve its prod- 
ucts and Commodore are no dif- 
ferent. It's no secret that Com- 
modore are working on the 'next 
generation' of Amiga graphic and 
sound chips but it's unlikely you 
see of them appearing on a new 
Amiga before late 1994, and even 
then they'll appear first on their 
high-end machines like the A4000. 
Commodore intend the A1200 to 
be the base machine for the whole 
Amiga range, a sort ofASOO for the 
90s, so it's unlikely to change much 
in the near future. 

You're right about the CD drive 
for the A1200. The last we heard 
Commodore plan to release it early 
next year and will give the A1200 
full CD32 compatibility. As for your 
query about the CD32's joypads I'd 
imagaine Commodore will sell 
them independently and I can see 
no reason why they shouldn't work 
fine on a 'normal' Amiga. 



THE END? 

Dear The One, 

1 seem to recall that a good few 
issues back you ran a feature on the 
'end sequences' in computer 
games. In this feature you inter- 
viewed Mr Peter Molyneaux from 
Bullfrog and he expressed a degree 
of outrage with regard to the end 
sequence for the Bitmap Brothers' 
Xenon 2. The reward for comple- 
tion of this seminal shoot-'em-up 
saw the screen shrinking to a small 
white dot whilst the speaker 
buzzed annoyingly - simulating the 
effect witnessed when switching 
off an old cathode-ray TV set. Mr 
Molyneaux was most indignant and 
felt cheated at this insufficient 
reward for many strenuous hours 
of gameplay. At the time I tended 
to agree with him. 

Recently I have purchased and 
completed Bullfrog's excellent Syn- 
dicate. Naturally enough, being 
aware of Mr Molyneaux's strong 
feelings regarding end-of-game 
sequences, I eagerly awaited a suit- 
able visually/aural reward. It sur- 
prised me to discover that Xenon 

2 possessed 99.9% more of an end 
sequence than Syndicate. So great 
was my shock and disbelief that I 



set about playing through the 
game again, certain that I was miss- 
ing something. The result was the 
same - no stunning ray-traced 
sequence like the game's intro, no 
congratulatory screen, no game 
over, no goodbye, not even the 
screen shrinking to a little white 
dot and an annoying buzzing 
sound. The usual end-of-level ani- 
mation ran and I got to see a 
tedious list of credits. Finito. 

Now I know that playing a game 
should be its own reward but for 
me this was a .major anti-climax. 
Syndicate cost thirty-five pounds, 
came on four disks and took me 
many hours of intense (and enter- 
taining) play to complete. Just like 
Mr Molyneaux did with Xenon 2, I 
can't help feeling I deserved just a 
little bit more. 

A Non. 
No fixed abode. 

Come on Peter, explain yourself... 



KRISALIS R' 
FAB 

Dear The One, 

Congratulations to Krisalis - at last 
a company which actually does 
care about the people who keep 
them in business (i.e. us). Just a bit 
of extra work from the program- 
mers can save people (who own 
the appropriate luxuries) so much 
hassle. I am going to purchase Soc- 
cer Kid on the basis that it takes 
into account extra disks drives and 
memory. 

I own a 4Mb RAM expansion 
which fits underneath my Amiga 
1 200 and can't wait to play Soccer 
Kid as if it were running from a car- 
tridge. Seeing as the game occupies 
four disks, those with extra mem- 
ory are effectively playing the game 
from a 32Mb cartridge - think how 
much Nintendo would charge for 
the same game on a real 32-bit 
cart'. I hope other companies will 
follow suit. 

However. I don't think that 
accounting memory and extra 
drives is the maximum companies 
can do - I believe making games 
multi-tasking is the future. As you 
probably already know, multi-task- 
ing games run through the Work- 
bench. The benefits would include 
being able to toggle between 
games simply by clicking on the 
'swap' gadget • you could even play 
your favourite shoot-'em-up while 
a letter you wrote on a word pro- 
cessor is printing out. Obviously 
this takes up loads of memory and 
CPU time but, hey, the option's 
there if you want it and, if you own 
the adequate set-up, multi-tasking 



games would be a dream. 

I hope companies will take into 
account my suggestions - they real- 
ly have no excuse not to and the 
benefits for the end user would be 
immense. 

Nathan White, 
Walsall, West Midlands. 

Did you really write in to praise 
Krisalis or just boast about how 
brilliant your Amiga set-up is? The 
problem with your multi-tasking 
idea is that, as you mention oh-so- 
briefly, it takes up memory and 
processor time and most games 
these days need as much of that as 
they can get 



NASTY! 



Dear The One, 

I have been following your cover- 
age on Alien Breed 2 with interest. 
I really like atmosphere in games 
and for this reason I thought Alien 
Breed was an excellent game. The 
screen shots in AB2 were very 
impressive and I look forward to 
playing the finished game. Howev- 
er, I was quite surprised to see that 
Team 17 were trying to include 
dead and mutilated corpses lying 
all over the civilian stage of the 
game. Come on Team 17! Isn't this 
a bit much? As for describing the 
ELSPA directives as "a load of old 
boll...", I don't think anyone needs 
this pretentious crap. 

Now before I'm written off as 
some Mary Whitehouse sad case, I 
would like to point out the follow- 
ing: It Is more than likely that 
young children will be playing this 
game. I don't think it's fair to 
expose them to this kind of dis- 
turbing image just because the pro- 
grammers want to have a laugh. 

I wonder if Team 17 realise that 
there are already people who are 
trying to put certificates on all com- 
puter games (and I'm not just talk- 
ing about the odd, tacky, poorly- 
written Mega CD title.) Their idea 
of trying to increase tension by 
drawing dead bodies all over the 
screen will certainly strengthen the 
argument for these measures. 

I have nothing against depic- 
tions of violence as entertainment, 
but I am of the opinion that it 
should not be put where it can 
upset younger audiences. The fact 
that young children can still see 
that sort of thing anyway, be it on 
hired videos or late night TV, is not 
a sufficient excuse for plastering it 
all over computer games. 

I hope you will see the point I am 

trying to make. 

Simon Rizzello, 
Crowthorne, Berkshire. 




Disaster! An alien of the cup collecting 
■ - r -3= stolen the World Cup. 
Double Disaster!! In a collision with an 
3s:ero*d the trophy Is smashed into five 
c^ces and scattered around the slobe. 
Join Soccer kid in his quest to recover 
and reassemble the World Cup. His un-ball- 
<-able soccer skills are put to the test like 
ie*ore it's awesome arcade action 
ail the way with a blisterins soundtrack to 



m sub 



"One of the best platformers 

ever!" 

93% Amiga Format 



'To put it mildly it's stunning 

93% CU Amiga 

"Quite simply in a class of 
it's own" 

93% The One 

..."an absolute masterpiece from 
start to finish" 

93% Amiga Action 

"Soccer Kid is absolutely excellent" 

94% Amiga Computing 





KRISM.IS 
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Krisalis Software Ltd., Teque House, Masons Yard, Downs Row, Moorgate, Rotherham, 560 2HD. Tel: 0709 372290 Fax: 0709 368403 




FEATURE 





Gary Penn, the man who 
likes to wear fifteen coats all 
at the same time, trawls 
around this Autumn's Euro- 
pean Computer Trade Show 
at the Business Design 
Centre in Islington* London, 
where he asks searching 
questions such as "Where 
are the nearest toilets?" and 
"The sandwiches are HOW 
much?" The Pennman's 
stream-of-consciousness-like 
babblings start here... 
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The ECTS is held twice a year in April and 
September. The best part of the entertain- 
ment software industry is there. Almost all 
the hot new hardware and... Wait a minute. This 
is the Easter ECTS all over again. Well, yes, on the 
face of it, this September ECTS is identical to the 
Easter one (which was pretty much the same as 
the previous year's). For a start, the coffee's no 
better or worse than before. There are a few new 
faces, but the conversation's the same: "Hi, how 
are you?", "Good to see you.", "Fine, thank you.'' 
and "Well, must be going. See you around..." 

Digging a little deeper however, we find that 
the number of publishers supporting our fave 
machine has diminished in the past six months 
but the number of 'products', as they say, is as 
healthy as ever. There's a notable increase in 
A1200 software, which can't be a bad thing, and 
it looks as though the CD32 won't be ignored. 

There are more of those daft sods prepared to 
dress up in sweaty, outsized 'character' costumes 
running around, too. From here I can see Mario, 
Zool (and his other half), too many Lemmings and 
Pierre le Chef. An It s A Knockout-style event - 
maybe a quick circuit of the top floor - with all the 
characters would be funny, but the foamy face 
gives nothing away when I suggest the idea to a 
seven-foot snowman. "Get the fur coat,'* mum- 
bles the chap beneath the crap. Or words to that 
effect. 

So, the search for the belle of the ball is on... 
Join me, Gary Penn, as we journey through the 
trade show to end all trade shows... in alphabet- 
ical order. 




(Above) The ECIS at 
Islington'* Business 
Design Centre In all Its 
glory. Can you spot 
Dave. Simon or Matt in 
this picture? (You'll be 
lucky If you can 
because they're behind 
the cameraman in the 
bar.) 

(Left) Oh hooray! Its 
the Lemmings • again! 
Why is It that Psyggy 
always dig out this old 
costume every time 
there & a show? 



Who's first then? How about the lovely Liz 
Morris at ACCOLADE? Hey, look at this - some top 
'totty' has been digitised for Man Enough, a PC 
CD-ROM title where the aim is to cop off with lus- 
cious ladies. It all sounds terribly sad and 'norty' 
so I'm glad it won't be made available in any 
form on Amiga. Nor will Bubsy and recent sign- 
ing Pele. but that's no great loss. 

"Software pour le Amiga? Non, mon ami," 
says the spokesperson for erstwhile American 
giant ACTIVISION. No matter. Alien Versus Preda- 
tor is - to put it bluntly - poo and Return To Zork's 
digitised actors make it look too orangey for 
crows. And anyway, here's ALTERNATIVE with a 
sheet-load of stuff - some of it cheap, too. The 
Beano and Dandy comic characters are coming 
to our choice computer, and so too are Hanna 
Barbara's Pixie & Dixie and a handful of Warner 
Bros' Loony Toons faces. Hulk Hogan's Suburban 
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Commando looks a lot more entertaining on the 
fiw-rvga than it did on film... 'Ello 'ello, what's all 
th*s then? Why it's Alio Alio, with all the hilarity 
of the top TV show. Erm, yes. 

Hooray! CODEMASTERS. Between now and 
■art Easter the 'completely brilliant' budget boys 
a mix of fulsome full-price and low-price 
;&ui far from lowly) releases penned in... the nifty 
Macro Machines (reviewed this issue), the arcade 
adventure Cosmic Spacehead. Dino Riders. World 
Cup Soccer. Fantastic Dizzy and Excellent Dizzy. 

jnwhile, at the COKTEL VISION stand, we 
find the engaging Emmanuelle Kreuz prominent- 
ly displaying her wares * namely Goblins 3, Inca 2 
and Lost In Time. Hold on a mo... Deja vu... What 
a swizz, this is the same as the previous show. 
zr*y the Amiga doesn't appear to come into it. 
CORE DESIGN'S line-up of Blastar, Blob, Bubba 
itix, Darkmere and Wonder Dog is the same 
oo*y more advanced), but there are some obvi- 
ous additions: Cyberpunk (a multiway-scrolling 
arcade adventure from the author of Doodle 
Bug'- Heimdall 2. Universe: Curse Of Enchantia 
and Darkstone (more FRPG with action over- 
tones). Is Chuck Rock likely to be making a reap- 
ojoorance? Perhaps. 

DIGITAL INTEGRATION'S dazzling Debbie Dur- 
rani demonstrates the flight-'n'-fight simulation 
Tornado and - oh - some Coktel Vision stuff, while 
*t DOMARK the amiable Anna Macario has the 
racing simulation F1. Mike Singleton's Lords Of 
Midnight (enhanced for release almost a decade 
after its appearance on the Spectrum) and Cham- 
ponship Manager: The World Cup Edition. 

ELECTRONIC ARTS has some tasty snacks on 
display with its software, but there's (sniff) noth- 
--^g (sob) for the Amiga (blub) - not even the 
attractive Syndicate Theme Park. The soccer sim- 
ulation for the Mega Drive looks smashing, but 
an Amiga conversion is about as likely as England 
■ rming the world cup next year. 

The marvelous Man'ssa Pauwels welcomes me 
to the ENTERTAINMENT INTERNATIONAL stand 
where Super Nintendo software galore is on 
show. What about the Amiga, eh? No worries: the 
perky platform er Magic Boy will be appearing on 



Lookl It's Alfred. Pierre and Mario • all the grvat 
thowbii males together! 




The fearless Captain America - Man of Steel! Oh 
no, the Man of Steel was that other superbloke. 
wasn't he? They all look the same to me... 



to the Amiga in the next month or so. and there 
are some more of those Empire wargaming titles 
and compilations in the pipeline. 

Over at FLAIR there's courteous Colin Court- 
ney looking chuffed with his company's three 
new releases: Genesis, Oscar and Surf Ninjas (as 
n that fabulous - no, really - film). The guys at 
GAMETEK UK are even happier bunnies now that 
they are responsible for releasing Frontier and 
Batman Returns for the Amiga instead of Kona- 
ml, Frontier really will (honestly, truly, etc) be out 
on October 14th and Batman Returns should be 
ready for a pre Christmas release. As for Game- 
tek's home-grown produce... There's enough of 
it, but nothing worth mentioning. 

There's no sign of Chubby Gristle at the 
GRANDSLAM stand but five titles are in evidence: 
Nick Faldo's Championship Golf for the CD32, 
Realms Of Darkness, Reunion. The Seventh Sword 
Of Mendor and Tensai. GREMLIN has its own 
hefty handful of new names: Claws, the slick R 
Type blaster Disposable Hero (yes! - reviewed this 
month 'n' all). Legacy Of Sorasil (more Hero 
Quest). K240, The Lotus Trilogy (guess what?), the 
long awaited Litil Divil (but only for the IBM PC 
compatibles). Premier Manager 2, Zool for the 
CD32 (with a swish 'rendered' introductory 
sequence, a new level and spesh soundtrack) and 
Zool 2 (so far, so similar to the first one). And 
something called Kit Vicious... Ah. how can I put 
this? It bears a remarkable similarity to a certain 
blue, spiky hedgehog's antics... 

Down at IMPRESSIONS we find more dreary 
strategy war simulations. First up is .... 
ZZZZzzzzzzz. Where am I? It appears that while I 
slept the Earth revolved around me and the show 
with it. or something, and now I'm in front of the 
INFOGRAMES stand with the bubbly, bouncy Bev- 
erly Gardner. The bad news is that Infogrames has 
licensed The Smurfs. The good news is that they 
aren't coming to the Amiga. Six Disney 'edutain- 
ment' titles are now available for the Amiga (ho- 
hum) and soon we can play ball with Ultimate 
Pinball Quest . 

Wow2a! There's a bevy of beauties to 
behold at INTERPLAY... Alison Beasley. her 



te 

e 




FEATURE 



sister Dawn, Alyson Goddard and Martha 
Moloughney all have go-to-bed smiles and legs 
that start at the bottom and finish at the top. 
Software-wise. Dungeon Master II won't be con- 
verted to the Amiga, but Star Trek: 25th Anniver- 
sary, Lord 01 The Rings Volume II: The Two Tow- 
ers and Castles It: Siege & Conquest will (well. Star 
Trek's only on the A1200). Better still, further 
adventures of the Lost Vikings are a certainty. 

KOMPART's dapper Duncan Lothian has Air- 
craft Company Simulator, Civilization (for the 
A1 200), a platformer called Fatman with, erm... a 
fat man in it, plus SUB and Survival... KONAMI's 
pert Pamela Griffiths is a welcome sight in her 
bright orange jacket, but now that Gametek's 
taken over her company's only two Amiga releas- 
es there's no real reason for me to hang around 
here. Oh, alright then, maybe there's time for a 
quick one... A coffee, that is, you sad people. 

Soccer Kid and its co-designer and musician 
Matt Furniss are alive and well at the KRISALIS 
stand. There's nowt to see of Manchester United: 
Premier League Champs or the Sabre Team 
sequel. A Soccer Kid follow-up is in the pipeline, 
apparently. 

German outfit MAX DESIGN'S new strategy 
stuff - Burntime, Cash and Think Cross - doesn't 
look too drab, but I'm not excited enough to stop 
for long. MICROPROSE's Dogfight and F-117A 
appear to be shaping up rather nicely, but that's 
all there is for now. 

Round the corner at MILLENNIUM - or Millen- 
nium Interactive as they now like to be called - 1 
pick up some Brutal Tattoos (temporary, of 
course) to mark the existence of Brutal Sports 
Football. Also on display are James Pond II (for 
the A1200 and the CD32) and James Pond HI (for 
'normal' Amigas, A1200s and CD32s). 

MINDSCAPE's jovial James Morris is quick to 
point out a new signing called Overkill. It's yet 
another Defender 'tribute', this time from New 
Zealand, only this one actually looks and plays a 
lot better than, say, Psygnosis' average Anarchy 
or Arc's rubbish Defender and StarGate conver- 
sions... but enough of my tedious wifflings - 
check out the review this issue for the full low- 
down... Well I never: is that Glyn Williams' Air 
Duel I see before me? It is, but only for the IBM 
PC compatibles... Alfred Chicken. Mario Is Miss- 
ing, and Pierre le Chef are all imminent for the 
Amiga (and the CD32) whereas Liberation: Cap- 
tive II is now a CD32-only release. Hey! There's 
one of those excellent Miracle Keyboard Sys- 
tems... Time for a tinkle... 

Jolly Julia Coombs is a sight for sore eyes 
at MIRAGE. The Cheshire-based company is releas- 
ing a special, complete Universal Military Simula- 
tor Compilation, plus Rise Of The Robots (a beat- 
'em-up with - no! - robots). Adrenalin Factor, and 
Jack The Ripper (a 'heavyweight' murder mystery 
full of facts and pretty pictures, and from Ezra 
Sidran -sounds like an anagram - the programmer 
behind UMS). 

Diving into the OCEAN collection of stands 
I drift into the gregarious Gary Bracey who pro- 
ceeds to tell me just how good Burnin' Rubber, 
Dennis, Jurassic Park and Mr Nutz are on the 
Amiga. Before I can draw breath he's already wib- 
bling away about Ryder Cup Golf and Sleepwalk- 
er for the CD32. and TFX (running on an IBM PC 
compatible but coming to the A1 200 and CD32)... 
A day later I manage to make it to the PSYG- 
NOSIS stand. The Psyggies certainly aren't 
slacking when it comes to making the most 
of the Amiga... The CO 'experience' Micro- 




(L»ff) We've no 
who tht» i» W* 
pect he'* ■ iter of 
torn* Konjimi can- 
w\r q*m* bill we 
really weren't Inter- 
ested enough to 
find out. 



(B*low) Hi Merr 
whet y* got 
tookln T (lt » *1«rre 
ic Chef, you tee. on 
the Mlndstap* 
stand • It'ft ■ Joke. 
Geddit?) 




cosm is attracting more than its fair share of 
attention, almost overshadowing its Amiga-based 
stable-mates Globdule, Innocent (Until Caught) 
and Second Samurai. Between now and Christ- 
mas the eager publishers will be releasing ten 
(yes, TENI) brand new games for the Amiga. 
Hooray! 

The RENEGADE crew are busy. busy, busy with 
a host of forthcoming releases including the 
adventure Flight Of The Amazon Queen and the 
racing simulation KTM Motocross (in the hands of 
Graftgold). There's Uridium 2 and Ruff 'n' Tumble 
(which looks as though it could turn out to be a 
doozy)... Sensible World Of Soccer will feature 
(surprise) managerial elements as well as a beefi- 
er action simulation... Turrican III looks real swish 
- the sort of stuff seldom seen on the Amiga. The 
'traditional' blasting action comes complete with 
a host of new features, some attractive Japanese- 
style artwork and - for the first time ever - Dolby 
SurroundSound from top Amiga musician Chris 
Hulsbeck (but the show manages to drown out 
the effect). Who'd Adam and Eve it? 

A blast from the past emerges in the form of 
Stavros Fasoulas who, with the help of some 
chums, has created the beat-'em-up Elfmania. 
Some of the characters are a little rough around 
the edges (the fat-legged lady especially), but on 
the whole it looks impressive. For more see the 
WIP on page 38. Renegade is throwing its full 
weight behind the A1200 (kicking off with an 



enhanced version of The Chaos Engine) and 
CD32 (first up is Sensible Soccer), which • 
healthy. Oh, and let's not forget the action-advct> 
ture of Z (more about that one soon). 

SONY'S trio of top theatrical titles - Clif tha- ; 
er, Dracula and Last Action Hero - are... well, 
present. Whether or not they are all correct »» 
debatable, but at least the company has a com- 
mitment to the Amiga family... 

The SUPERVISION stand is home to super Sue 
McCabe, a new version of Monopoly and The H-o- 
den's platformer Donk. Full stop. Meanwhile. 
Alien Breed II, Body Blows Galactic. F17 Challenge 
Overdrive and Qwak (a neat Bubble Bobble- 
inspired platformer) are pulling people - myseff 
included - to TEAM 1 7's stand. Front-man Martyn 
Brown is knackered from too much charity won 
but is understandably reet pleased with his team- 
mates' efforts. 

TENGEN. as in the arcade people, as in Gaunt- 
let and some unremarkable Domark conversions 
of Hard Orivin', etc, as in the team exclusively 
interviewed way back in Issue 19 of The One, are 
here having set up a European home software 
operation. Gauntlet IV is showing on the Mega 
Drive, but there's nothing doing for the Amiga 
Bah. 

TITUS also have nothing on the Amiga - for the 
moment, but that will change come Christmas 
time. Now this is odd. Having converted (and 
enhanced) The Blues Brothers and Crazy Cars Hi 
from the Amiga to the consoles, Titus is bring- 
ing them back to the Amiga but in new forms 
Crazy Cars III is now Lamborghini American Chal- 
lenge and The Blues Brothers are the same but 
different. Strange... 

21 ST CENTURY ENTERTAINMENT has the CD32 
version of Pinball Fantasies up and running, and 
that seems fine and dandy to me. But what of the 
sequel, Pinball Illusions? Not a whisper. 

What a sad state of affairs at US GOLD. It's alt 
IBM PC compatibles and consoles as far as the eye 
can see. But wait! There are some Amiga titles on 
the way - most of them budget re-releases (Mon- 
key Island, Links Golf, Cruise For A Corpse, and 
Knights Of The Sky. for example) on the Kixx label 
On the full-price side there's SSI's Kingmaker 
(based on the boardgame, no less), an accessi- 
ble strategy simulation centring on the War Of 
The Roses, but it's not my cuppa I'm afraid. I set- 
tle for a bash at one of the 10 events on offer in 
the official Olympic Winter Games Lillehammer 
1994, and that's that... 

Danielle Woody.it t and 'peachy' Paul Dowling 
are strutting their stuff at VIRGIN GAMES (or Vir- 
gin Interactive Entertainment as they prefer to 
be called now). The Jungle Book and Aladdin on 
the MegaDrive both look lush (Amiga conversions 
can't be ruled out)... Beneath A Steel Sky and Can- 
non Fodder are almost complete, but there's no 
sign of Cool Spot as promised at the Easter show, 
and only a Mortal Kombat arcade machine is on 
display. I guess for the sake of research a few min- 
utes' play wouldn't hurt... 

And finally, Cyril... What a lot ZEPPELIN GAMES 
has got... Arnie 2, Sink Or Swim, Work's Team 
Rally, Arcade Trivia Quiz, Jocky Wilson's Com- 
pendium Of Darts, Cool Kid... Not to mention 
some footy fun with International Soccer, Match 
Of The Day and Premier Division... 

And that, in a nutshell, is that. The pick of the 
crop? That's a tricky one. Interplay's strong fem- 
inine presence is an obvious choice - so there you 
have it. Another three days, another ECTS... 
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Our goofy hero and his friend - an intelligent alien stick - 
■g.-^tt have crash landed on a weird planet after being captured 
!?TiVv'\ b .y an a, ' en spacecraft. In order to get back to Earth. Bubba 
^ must use his stick in a variety of different ways to solve 
\ puzzles, overcome adversaries and foil the comedic 
attempts of his kidnapper to recapture him in this 





horizontally scrolling puzzle. 
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CAPTAIN YOUR 



TO 



VICTORY 

IN THE GREATEST INTERNATIONAL 
TEAM MATCH IN GOLF - 
jUUYDER CUP BY JOHNNIE WALKER. 

N 





CA UjTIC 

WORK IN 

PROGRESS 



W I P INTRO 

The last ninja lay bleeding on the heap 
of broken bodies. Brad stood in the 
arena, his hands drenched with the 
blood of his enemies. Mustering the last of 
his strength, the ninja threw his final 
shuriken towards Brad's head. Brad 
laughed as he easily stepped aside and 
moved towards the helpless ninja - now 
was his time to strike. "Wait!" the ninja 
cried rolling a scroll towards Brad, "We do 
deal." Brad reached for the scroll. "Bloody 
hell!" Brad screamed unable to control his 
excitement, "This is Work In 
ProgreaaiieeH". The ninja smiled as he 
plunged his dagger deep into Brad's heart. 
"Yes," he murmured, "It is." 




It's here and it's as big as something jolly big. Our very own Sub Zero, Simon 
'The Bournemouth Basher 1 Byron punches his way into the big game arena as 
he steams into Virgin's... Mortal Kombat. 



Original, violent and sexy, Dreamweb is that bit bigger than your average 
and for some reason Matt Broughton was strangely drawn towards this breath 
of fresh air from Empire. 



They said it couldn't be done on an Amiga but the boys from Terramarque 
are here to prove them wrong with this technically stunning and wonder- 
fully playable beat-'envup. Simon Byron gets all excited, like. 



Following in the successful footsteps of Humans, the latest project from US 
Gold evolves in an Interesting direction. Matt Broughton travels through the 
ages In his time machine pants. 



Core Design's got more cute and platformy things than, well, I don't know 
what. Simon 'Ooh, give me a platform game' Byron wags his tail and gets 
very excited about the prospect of walking round the block on his hands and 
knees and urinating against lamp posts. 



Simon 'Lots of WIPs' Byron once again climbs into the world of large a 
powerful motors and gets some serious miles clocked up as he joins Domark 
on the starting grid and lets rip with their latest driving experience, F1. 



AGIC 
JACK THE RIPPER 
WIZ & LIZ 



Ah, that smell... so warm, so inviting. It can only mean one thing • 
Broughton and David Upchurch have a brace of freshly killed mini WIPs for 
you to sample. 
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PROJECT: Mortal Kombat 

PUBLISHER: Virgin Interactive Entertainment 

DEVELOPER: Probe Software: Adrian Curry (assistant producer); 
Richard Costello, Paul caruthers (programming); Jason Green (graphics); 
AIMster Brlmble (sound). 

INITIATED: June 1993 _ 

RELEASE: October 1993 

■ was watching that Sixties Evening viewing figures were significantly 
I on BBC 2 the other night when it higher than the first time it was 



occurred to me how much society 
has changed since television intrud- 
ed upon our lives. The first TV lurve 
scene depicting a couple in bed (no!) 
was shown way back in 1963 and 
caused such an uproar from 
decent folk everywhere, 
appalled at the way they were 
being 'forced' to watch such 
filth, that a Mrs Mary White- 
house declared near-civil war 
on the forces of evil at the 'Beeb' 
which she claimed were doing their 
best to undermine the British way of 
life and corrupt young adults. Of 
course, all this controversy ensured 
that when the play was repeated Its 
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shown, reiterating the old adage 
that there's no such thing as bad 
publicity 

Of course, these days most peo- 
ple don't bat an eyelid whenever a 
spot of rumpy-pumpy is 
beamed into their 
homes. The Sun 
recently printed the 
exact times when the 
dirty bits in the TV ver- 
sion of Lady Chatterly's Lover 
would be broadcast so that you 
could watch something else and flick 
over just in time for the raunchy 
stuff. Or so a friend told me. 

Computer games have evolved in 




much the same way. Before the days 
of video games as we now know 
them the most violent thing you'd 
see was a white pixel bouncing off a 
'bat'. These days, however, we've 
become accustomed to maimed 
bodies, realistic death scenes and 
unbelievable amounts of blood. But 
even those of you who think that the 
gore contained in the Space Hulk 
demo is suitable for kiddies' TV will 
shudder, retch and faint over Mor- 
tal Kombat, the soon-to-be-released 
beat-'em-up from Virgin. 

Although at first glance the game 
may look like a slick beat-'em-up 
with special moves, copious 
. amounts of blood and 
» the like, it actually 
■ hides a sinister and 
morally dubious 
secret. If one of the 
fighters wears down the energy 
of an opponent until there's almost 
no life left in him whatsoever, a com- 
puter voice will boom out a loud 
command to "Finish him!" Then, by 
performing a series of joystick 
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The gore option isn't shown here the finished version will have blood all over the place. Probably. 



Lul plays a clever gem* of hide and 
seek. "Where are you?" says Johnny. 

moves, the player can initiate a spec- 
tacular death sequence. One partic- | 
ularly gruesome move involves a 
character decapitating his opponent 
and ripping out his spine for all to se. 
It's definitely not the kind of game 
you want your granny to catch you 
playing. 

The daunting task of converting 
possibly the most shockingly violent 
game ever has fallen to Probe Soft- 
ware, purveyors of fine software 
since yesteryear. Adrian Curry is the 
game's assistant producer and he's 
more than willing to chat about Mor- 
tal Kombat and how he thinks it will 
be received by the games-playing 
punters: "It will go down an 
absolute monster riot!" he 
claims. 

True, it probably will - after all, 
you only need look at Street 
Fighter 2's phenomenal sales for an 
example of how popular a top 
arcade conversion can be if pro- 
grammed competently. Adrian is 
well aware of this but thinks that 
most people will agree that Probe 
will be able to do a far better job 
than US Gold. 

"I've only looked at Street Fight- 
er 2 briefly, but what I did see was so 
slow it was unbelievable. I just 
cringed." says Adrian. "Okay, so the 
sprites were nice and big but they 
just weren't as fast as they needed to 
be. The thing with Mortal Kombat is 
that it really is fast. When I first 
looked at Street Fighter 2 my imme- 
diate thoughts weie Thii isn't a 
fighting game'." 

And what about Body Blows. 
Team 17's super-slick combat game? 
"I haven't actually looked at Body 
Blows yet," admits Adrian. "That's 
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Come on then, if you think you're hard 
enough. Simon Byron challenges everyone 
to a bout of Virgin's supremely violent 
arcade conversion. 




nut's right, Lui, show him what you're made of. 



one thing we shall be doing in the 
-ear future because I want to make 
sure that Mortal Kombat is far supe- 
rior to anything else." 

If his own opinions are anything 
to go by, Mortal Kombat will be the 
best beat-'em-up Amiga owners will 
ever see. "I think Mortal Kombat on 
the Amiga is looking pretty stun- 
ning," he offers. 

It has to be said that it's not 
. ^usual for developers to make wild 
statements about games they're 
currently working on but Adri- 
an is a perfectionist by nature 
and is always the first to criti- 
cise aspects of the gameplay 
that others wouldn't spot. 

"I'm an Amiga owner - 1 have been 
for a long time - and I sometimes 
pick up games and think that certain 
bits are absolutely ama2ing. But 
when you're involved in developing 
software It's hard to actually praise 
parts of it, especially when you've 
got loads of other worries on your 
mind. I suppose I'm a bit of a pes- 
simist, but that's good in a way 
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because I'll strive to make my games 
as good as is humanly possible. At 
the end of the day it'll all come up 
shining, but it's the getting there 
that's the problem." 

With such an important conver- 
sion like Mortal Kombat it's impera- 
tive that every aspect of the game is 
constantly appraised. This is a bit 
hard in Adrian's case as the code, 
music and sound effects are all being 
developed out-of-house, which obvi- 
ously presents some prob- 
lems. 

"I do try and see it at 
least once a week," he 
stresses. "The problem 
with Amiga games is that 
the demos usually have to be sent by 
post, so we're constantly relying on 
the Royal Mail to get stuff here on 
time. When you do straight conver- 
sions like this you don't tend to see 
anything for a while because the pro- 
grammers are basically converting 
someone else's code. Then, just as 
you're starting to get a little worried, 
it all seems to fall into place. 



"This is the case with Mortal Kom- 
bat. First the front end was up and 
running, then the scrolling back- 
grounds were implemented. Next 
came two identical fighters who 
leapt around until more and more 
characters were introduced. It a 
comes together very rapidly at the 
end. Putting the graphics in isn't that 
difficult - it's the game logic that pre- 
sents the problem. It's all very well 
going to see the programmers and 
being impressed by fancy visuals, but 

I've only looked 
at Street 
Fighter 2 
briefly, but what I did 
see was so slow it was 
unbelievable. 
I just cringed. 
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Adrian Curry, Mortal 
Kombat s assistant 




showing me how'the logic works is 
far harder." 

Talking of graphics, the fancy digi- 
tised sprites may look impressive, 
but the original arcade characters 
were created in a far more down-to- 
earth way. A great deal of work has 
gone into bringing them up to the 
standard you see before you, as Adri- 
an explains: "They [Midway] origi- 
nally filmed people dressed in shod- 
dy cardboard uniforms which were 
the most awful costumes you could 
ever imagine. That's the 
beauty of digitising - 
the artist can touch 
up the sprites and 
colour in certain areas 
so you get a fantastic 
impression of real movement. It 
looks as if the digitised figures were 
wearing fantastic outfits, but they 
weren't. They were pretty rubbish, 
really. 

"But the way the characters in 
Mortal Kombat were filmed isn't the 
exception. Most arcade graphics are 
created in roughly the same way. 
using either cardboard or 




Sonla V5 Sonia - things are close... 




...so Sonia decides to levitate... 
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...and the winner is... Sonia! Hooray! 

polystyrene costumes held together 
by bulldog clips. When an artist has 
touched them up, though, you'd 
never tell." 

"These arcade graphics have been 
used in the Amiga version. The only 
differences between the two formats 
is that the Amiga version's have 
been shrunk down and the 
amount of colours reduced. 
We did have to cut out a few 
frames that we thought were 
totally unnecessary, but there 
are even frames in the arcade game 
which are never used. You find that 
a lot with conversions." 

The amount of weird and won- 
derful fighters thai pup up in the 
game have posed a thorny problem. 
They aren't all the same si*e, you 
see, and one character in par 
ticular is currently causing 
endless amounts of bother. 
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"Raiden's the hardest to put in 
because all the body electricity that 
appears on him takes up more mem- 
ory than all the others," outlines 
Adrian. "The problem we've got is 
that we have to load in two charac- 
ters at a time. Two Sub Zeros, for 
example, are fine, but a couple of 
Raidens stretches it a bit. 

"It's helpful having the Megadrive 
programmer on-hand to talk to so 
we can bounce a few ideas off each 
other. One of the things we came up 
with was to cut all the body electric- 
ity out. Another 
was to keep some 
of the moves out; 
on the Megadrive 
there are no low 
punches, I believe, 
because of the 
way control sys- 
tem works - but if 
we do that it will 
only save us a few 
frames and not a 
lot of memory, 
This is one of those 
problems that will 
take some while to figure out. 

"Another thing we've got to 
worry about is the ending of the 
game. Every format has got a slight- 
ly different final fight and the Amiga 
is going to prove to be a bit of a 
pain. Raiden can morph into any of 
the other fighters and perform any 
of their moves, but we can't do that 
because each fighter is loaded in sep- 
arately. We've had ideas of morph- 

ing him into any fighter but only per- 
forming one of their moves, or 
morphing into just one other fighter 
with all his moves available. 




There are a lot 
worse things 
going on in the 
world which will affect 
children or people who 

are very 
impressionable - 

Adrian Curry, Mortal 
Kom bat's assistant 
producer. 



Lui throws a devastating uppercut to, er, Lul's groin. Aneeet 

"The latest thing we've come up duce a four-button joypad for the 
with is to morph him into the play- Amiga. We've had no success our- 
. t «- i *i™ selves, but we've asked Virqin if they 



ers character, Goro and one other 
fighter, which would make it more 
challenging because the mirror 
matches are some of the hardest 
you'll fight. Whatever, these are just 
ideas; we still haven't decided what 
to do yet 



selves, but we've asked Virgin it tney 
can find out from some of their con- 
tacts whether or not there's one 
available for the Amiga. [What about 
the CD32's? - Ed.] 

"We're trying to come up with as 
many options as possible, and ideas 





Just when you thought you'd become chummy with Chun-Ll, Ken, 
Dhalsim and all the chaps, there's eight more bods you need to become 
acquainted with. So. for the record (and not at all copied directly out of 
the Mortal Komb.it comic book) here they are. 



Another aspect of the game which are developing all the time. Combi- 
remains undecided is the control nations we've come up with have 
method. "That's another big prob- included splitting the keyboard in 
lem," grimaces Adrian. "We've been half and using the left-side as one 
trying desperately to find a compa- extra button and the right-side for 
ny that produces or is about to pro- another. I personally don't like using 

the keyboard at the same time as a 
joystick, but other Amiga owners 
might like to. 

'Then we thought about using the 
Street Fighter 2 method of a combi- 
nation of joystick moves, but reject- 
ed that as it all soon became too 
complicated to describe, let alone 




Age: 35 
Height: 6' 
Weight: 205lbs 
Hair: Black. 
Eyes: t Brown, 
1 Infra-red 
(built into 
metal implant). 
Legal Status: 
Deported from 
Japan, wanted 
criminal In 35 
countries. 
Known 

Relatives: None 
- was orphaned 
as a small child 
by an American woman In 
Tokyo. 

Birthplace: Unknown. 
Occupation: Criminal 
member of the Black 
Dragon organisation. 




Age: 26 
Height: 5'10" 
Weight: 140lbs 
Hair: Brown. 
Eyes: Blue. 
Legal Status: 
Cltiien of the 
United States. 
Known 

Relatives: Major 
Herman Blade, 
father; Erica 
Blade, mother; 
Daniel Blade, 
twin brother 
(deceased). 
Birthplace: Austin. Texas. 
Occupation: Lieutenant In 
the US Army, member of a 
special Para-Military 
police force. 





LUI KANG 

Age: 24 
Height: S'10" 
Weight: 1B5lb$ 
Hair. Black. 
Eyes: Brown. 
Legal Status: 
Citiien of the 
People's 
Rebublic of 
China. 

Known Relatives: 
Lee Kang. father 
(deceased); Lin 
Kang, mother 
(deceased); 
Chow Kang, 
brother (where- 
abouts unknown). 
Birthplace: Honan Province. 
China. 

Occupation: Shaolln Monk, 
fisherman. 



Sonia called Jonny a poof, probably 

do. Again, it's something that we 
need to think about." 

Most of the arcade's bone-crunch- 
ing sound effects should be trans- 
lated in some form or other to the 
Amiga version, but some of the sam- 
pled speech may have to be left out 
"We're having problems trying to fit 
all the sampled speech in. The pro- 
grammer is having to constantly real- 
locate his code to make space for 
sound effects and the like but we'll 
include as many as possible, 



JOHNNY 



Age: 29 
Height: 61" 
Weight: 200lbs 
Hair: Brown. 
Eyes: Blue. 
Legal Status: 
Citizen of the 
United States. 
Known 
Relatives: 
Robert 
Charlton, 
father; Rose 
Charlton, moth- 
er; Rebecca 
Charlton. 3l»iei, Cindy 
Ford, wife (divorced). 
Birthplace: Venice. 
California. 
Occupation: Actor. 
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although it's all down to memory at 
t-v€ end of the day. 

"We've given Allister [BrimbleJ the 
arcade soundtrack and sound effects 
with all the digitised speech priori- 
tised so that the really important 
ones do get included. If there are any 
tiny amounts of memory left when 
the game is finally finished then we'll 
^se that to add more effects." 

The media coverage of computer 
games has escalated over the past 
months, with violence being a topic 
that has been discussed time and 
again. Is Adrian worried about a" 
this attention? "No. I think it's 
orilliant - we haven't ever had 
this much media coverage 
and the more the merrier! I 
believe some people do truly 
think that there is a problem but 
most don't really care and some 
think that all the blood is brilliant. 

"Personally, I think that it doesn't 
make any difference to the game but 
as long as we're getting coverage 
from newspapers and TV I don't 
mind. Mortal Kombat's the name 
that's being splattered all over the 
place. There are a lot worse things 
going on in the world which will 
affect children or people who are 
very impressionable." 

Nintendo were so concerned that 
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Mortal Komb.it didn't conform to 
their strict family image that they 
completely removed all the blood 
and finishing moves from the SNES 
version. Will this be the case with the 
Amiga version? 'That's not our deci- 
sion." Adrian states. "We've got the 
gore option in there at the moment, 
which you can turn on and off, but 
it will be the publisher's decision at 
the end of the day as to whether or 
not it remains in the final version. If 
Virgin don't want it in then it's easy 
enough to edit the code out." 

It will come as a surprise to learn 
that this is Adrian's first Amiga 
project as he's previously 
been involved with develop- 
ing console 'games' alone. 
He's finding the task refresh- 
ing because there aren't any of 
the nightmares like having to get 
your game approved by Sega or Nin- 
tendo before they'll even allocate a 
release date, which can sometimes 
be months after a game is finished. 

"The good thing about Amiga 
games is that they can be duplicated 
very quickly. I always tend to think 
months ahead when I'm working on 
a game and because I've been 
involved with console games which 
take ages to duplicate I still find it 
hard to believe that Mortal Kombat 




RAIDEN 

Age; Eternal 
Height: 7' 
Weight: 350lbs 
Hair: Black. 
Eyes: None. 
Legal Status: 
Does not apply 
- Deity. 
Known 

Relatives; None. 

Birthplace: 

None. 

Occupation: 
Thunder God. 




SUB- 
ZERO 

Age: 32 
Height: 6*2" 
Weight: 210lbs 
Hair: Black. 
Eyes: Brown. 
Legal Status: 
None. However, 
resides some- 
where in China. 
Known 

Relatives: None 
Birthplace: 
Unknown. 
Occupation: 
Life long mem- 
ber of the Lin Kuei. a rare 
clan of Chinese Ntnja-type 
assassins. 
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should be released within the next 
month or so. You can finish an 
Amiga game one day and find it in 
the shops two weeks later." 

With the release date drawing 
ever closer. Adrian's confident that 
Mortal Kombat will sell like Jurassic 
Park merchandise, although he does 
have a few worries: "My biggest con- 
cern, as I've said, is the control 
method - that alone will either make 
or break it. The game won't be slow; 
the graphics will be exceptional for 
an Amiga game, especially when you 
consider the size of them. 

"Obviously there won't be any 
parallax in the background, which is 
a bit of a bummer, but there isn't 
any major parallax in the first place. 
The slapheads in one of the back- 
grounds don't nod up and down or 
clap like they do in the arcade ver- 
sion, but that's not exactly important 
to the gameplay. is it?" 

The sheer hype that the game is 
already generating should translate 
into an incredible amount of sales 
but the care and attention with 
which Probe are converting Mortal 
Kombat to the Amiga should ensure 
that for once the game will live up 
to all our expectations. Let's hope so. 
anyway. 



I'm willing to bet a half-eaten 
Lion Bar that every single one of 
you out there has been to see 
either Jurassic Park, Last Action 
Hero or Super Mario Bros: The 
Movie. If that's the case (and 
provided you entered the audi- 
torium before the adverts com- 
menced} then you'll have seen 
the Mortal Kombat cinema ad. 

Filmed In America it depicts 
some kid shouting out "Mortal 
Kombat" a lot while billions of 
people run around the streets, 
all interspersed with clips of the 
game (minus the gore, of 
course). This is the first comput- 
er game cinema ad of its kind 
and has been shown to over 11 
million people throughout 
Europe. 

During the run-up to Christmas 
you can expect to see more cin- 
ema ads, much along the same 
lines, with an intensive TV cam- 
paign which will cost a consid- 
erable amount of money (they 
won't tell us how much exactly, 
but you can bet it's more than 
you or I could dream of). Just 
thought you'd like to know. 



(Below) The sub-games involve test- 
ing your might by destroying a 
number of tough substances. Here, 
Lui sorts some wood out. 





SCORPION 

Age: 32 
Height: 6'2" 
Weight: 210lbs 
Hair: Black. 
Eyes: Varies. 
Legal Status: 
Scorpion is a 
reincarnated 
spectre and has 
no legal status. 
Known 

Relatives: Wife 
and child in for- 
mer life. 
Birthplace In 
former life - 
unknown; as Scorpion - 
Hell. 

Occupation: In former life 
- unknown; as Scorpion - a 
lost soul hell-bent on 
revenge. 




GORO 

Age: 2000 
Height: 8'2" 
Weight: SSOlbs 
Hair Black. 
Eyes: fled, 
legal Status: 
Earth - none; 
Outworld - 
Prince of 
Kuatan. 
Known 

Relatives: King 
Gorback, 
father; Queen 
Mai, mother. 
Goro also has 7 
wives. 
Birthplace: Kutan, 4th 
astral plane of Shokan. 
realm of the Underworld. 
Occupation: Prince of 
Kuatan. Ruler Supreme 
of Shokan's armies. 




Matt Broughton 
has had some 
strange dreams in 
his time - general- 
ly about being 
able to fly or 
dancing with 
lots of naked 
cheerleaders, 
but at least he 
doesn't kill 
people when he 
wakes up. With 
this is mind, we 
sent him off to 
look at the latest 
in over-the-top 
overhead 
violence... 
Dreamweb. 



I t's not often that anything sur- 
I prising happens in the offices of 
I The One. We all generally know 
I what's going on in the world and 
it's very rare that anything makes us 
jump and gasp. So you can proba- 
bly imagine how surprised I was 
when the lovely Carol from Empire 
slunk in one day. acting dead casual 
like, and blew me away with a rela- 
tively unknown gem by the name of 
Dreamweb. The second surprise 
came in the form of the game's 
story, which is very strange... 

Human behaviour, according to 
the game's creators, is a fickle thing 
influenced by fluctuations in the 
Dreamweb. a strange realm of the 
subconscious. Seven humans are 
randomly selected by this mysteri- 
ous force and depending on the 
character of these people the for- 
tunes of mankind alter accordingly. 
If the Web chooses more evil people 
than good then it will be a time of 
war and disaster, if the Web picks 
more good than evil then it will be a 
time of peace and harmony. 

It's a system that worked fine - 
until now. The Web has selected 
seven evil people as its sample, with 
the dread result that mankind is on 
the brink of destruction. Recognis- 
ing this peril, the ethereal guardians 
of the Web have selected one per- 
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By clicking on Ryan's jacket you 
can take a look at his inventory 
which shows items currently worn 
■is well as items carried. There are 
hundreds of objects in the game 
that can all be viewed individually 

(above) and each is accompanied 
by a detailed text description. 
From here you can manipulate till 
your heart's content and select 
any objects that you wish to use. 
A biy gun is alwdys useful I find. 



son to break the control of evil and 
fight for good. One person against 
a power so strong you cannot begin 
to comprehend it outside your 
dreams. That one person is Ryan... 
you. 

Weird, huh? Dreamweb is an 
overhead-viewed RPG that follows 
the adventures and trials of Ryan, a 
man whose dreams have driven him 
to carry out the assassination of the 
seven people whom he believes to 
be adversely influencing the 
Dreamweb. 

You control Ryan with o game 
system that combines the ease of a 
mouse-driven player interface with 
the depth and complexity of an old- 
style text adventure. Although it 
looks much like a free-roaming 
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arcade adventure the action is actu- 
ary choreographed. For example, if 
ioj instruct Ryan to shoot someone 
■•will pull out his gun. get into posi- 
:-on and perform the dirty deed 
without you actually having to labo* 
-ously carry out each action individ- 
ually. If, however, you hadn't prop- 
erty completed a relevant puzzle or 
--ad missed a vital piece of informa- 
:on along the way then you might 
rrsk missing your target or even 
r*«ng shot in return. 

A clever and unique aspect of the 
jame system is the magnifying func- 
tion. The small window in the bot- 
tom-left corner of the screen displays 
a blown-up picture of the screen 
area directly under the mouse point- 
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Here you can see the location editor in action putting together two of the 
many hundreds of rooms. The editor was written on the PC and allows the 
lads to convert graphics and programming (done in Turbo Assembler) across 
to the Amiga. There are over 4000 frames of animation alone, each frame 
hand-drawn by Dave. Most of the graphics are drawn on the editor although 
some of the larger graphics are drawn using DPaint on the PC. 



things, over 4000 Individually hand- 
drawn frames of animation, 200 
rooms spread over 30 locations, hun- 
dreds of items to be picked up and 



descriptions and conversations. We 
tried to plan what we would need to 
put into the editor but it was diffi- 
cult to try and anticipate what we 





er along with a text description of f. R .?.^.?T.:..Pi:?! a ™^?. 

any useful objects and items in view, PUBLISHER: Empire Software 

■vhich makes it very easy to explore - 

the busy rooms you come across ?J.Y£ L „°.£™:..?^ 

nght down to a single pixel. Dave Dew (graphics). 

After a few minutes watching the ,^ix|aTBn loai 

game running you can't help but 

notice that some scenes are pretty RELEASE: Early 1994 
over-the-top violent and some are 
*ery sexy - not the sort of things you 

normally see in today's typically fam- used, not to mention over 80 char- would need when the game hadn't 

ily values-friendly games. What sort acters to interact with. Where do you even been started as such, 

of audience are developers Creative start putting something of this size "After coding some of the game 

Reality aiming at? "The game does of this together? "The task of pro- we discovered that there were things 

have an adult theme." admits coder grdmming any adventure is huge," that we'd forgotten or needed to 

Keith Dodwell. "It's aimed roughly at claims Keith. "So we started by pro- change, so the editor was updated, 

the same audience as Bladerunner ducing an editor that would allow us This went on for some time and the 

and Akira." to create locations for the game and whole thing was a logistical night- 

The game boasts, amongst other fj|| them with objects, people, mare. Eventually we decided to 



MATT'S GALLERY 
OF DEATH 

As previously mentioned 
Oreamweb is violent and, 
because I understand the needs 
of our readers, I have compiled 
for you a collection of my 
njoy. 
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rewrite the adventure system from 
scratch and only salvaged about five 
locations from our previous efforts. 
The end result was basically the sys- 
tem we have today." 

What were the next steps once 
the system was created? "From then 
on our work involved the design and 
drawing of each room on the editor 
and then the programming of this 
into the game. To our amazement 
nearly every puzzle we've come up 
with has slotted into our system 
with no changes needed. We had 
created, by trial and error, an 

(Below) Object manipulation and 
character conversations are 
controlled using the magnifying win- 
dow. This enlarges the small area 
around your cursor and gives a 
description of what you're looking at 
• allowing you to pick up objects, 
chat to people and shoot people (of 
course). 



TEN THINGS YOU 
MOST DEFINITELY 
WONT FIND IN 
THE DREAMWEB 

The lads at Creative Reality 
would like to point out that this 
Is an original product and will 
feature none of the following: 

• Princesses to rescue. 

■ Cute Nintendo-friendly graph- 
ics. 

• One object per room with a 
one word description. 

• Digitised graphics. 

• Loads of disk access for no 
reason. 

■ Dinosaurs. (Hoorayl - Ed.) 

• Coding in "C 

• Fonts ripped out of DPaint. 

• Arcade action. 

• Lemmings. 
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Travel from location to location is 
instant and controlled by this screen 
which shows the locations currently 
visitable. The number of options 
increases as you find out about 
more locations and various places of 
interest. I'm looking for a rock star 
at the moment so I imagine Sparky's 
Bar is about the best place to start. 




extremely versatile adventure system 
which we could adapt to almost any 
story line." 

The game revolves around the 
intricate object manipulation and 
the lads are very proud of the fact 
that every object can be examined 
in minute detail with every pixel 
detected perfectly. "There are no 
clever techniques or digitising 
involved", says Dave. "The graphics 
are heavily stylised and influenced 
by Bladerunner. Every single object 
has a large amount of text to 
describe it. even though there may 

£ £ The idea of the game probably 
started with the name Dreamweb which we 

thought was a powerful, film-like name. 
The whole project went through many ideas 
and story lines before we eventually arrived 
at the game as it is now. ■ ■ 

Neil Dodwell, t 0 

Dreamweb's programmer. 



be many hundreds of items in a sin- 
gle location. There are also several 
bits of the game that had to be pro- 
grammed specially - the Network 
monitor which is an on-line infor- 
mation system, various computers. 



terminals, security machines, etc 
"Objects can be picked up » 
dropped anywhere on the r 
(unlike most adventures) and 
game keeps track of all this mani| 
lating using complex data sti 
When objects are used by the 
they spark off a detailed animal 
reel which can show multiple frar 
animating together and fui 
objects on the map can be mani 
lated as it is animating. These 
mation reels are the core of 
game's graphic system." 

Well, you certainly can't arg< 
with them - the graphics look 
ning when they move and the gar 
plays with a very noticeable style 
think we're all in for a treat ana * 
personally can't wait. 
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TEAM TALK 




The development team behind 
Dreamweb, Creative Reality, was 
formed about four years ago and 
now consists of just two people. 
Neil Dodwell coding and Oave 
Dew graphics. "Neither of us 
have ever had any formal train- 
ing tor what we do," says Keith, 
"and we've never had a 'proper 
job' - this is all we've ever done. 
We seem to work well as a team 
and our best work has always 
been stuff we've collaborated on. 

"We've worked on nearly all 
machines and produced about 
fifteen products between us. 
These include Myth for System 3, 
several older Spectrum games 
including Nemesis the Warlock 
and Slain from 200QAD, plus vari- 
ous conversions onto console. 
Dreamweb was partly funded by 
producing the 8-bit console ver- 
sions of Last Action Hero, which 
took a few month out ot 



Dreamweb's development." 

Because the project is 
produced by only two people it's 
resulted In a game with a very 
strong character, undiluted by 
too many people sticking their 
oars in. So where did the idea 
come from to produce this kind 
of game? "It's hard to trace back 
to when we originally thought of 
Dreamweb because it was such a 
long time ago - sometime in 
1989. We knew that we wanted 
to do a big game next - we'd had 
enough of linear platform games 
and it was time to do something 
for ourselves. 

"The idea of the game proba- 
bly started with the name 
rtraamwab which we thought 
was a powerful, film-like name. 
The whole project went through 
many ideas and story lines 
before we eventually arrived at 
the game as it is now." 




Strap on your GooShooter and join Mick™ and Mack 
the Global Gladiators™, on a quest to neutralise the 
Monsters of SLIME WORLD, THE MYSTICAL FOREST, 
TOXI-TOWN and ARTIC WORLD. Check out the 
bodacious backgrounds, the 1,250 awesome animation 
frames, and the most spacious sound around! 



GLOBAL GLADIATORS 
C \992 McDonold'* Corporation. 
Ine following are trademark* of 
McDonald's Corporation: The Gold™ 
Arches. Ronald McDonald, Glabol 
Glodlaiori. and Mick ond Mack. 
O l«J Virgin Gomn Ud All nghts 
reserved. Virgin it o registered 
trademark at Virgin Enterprises, Ud. 
Virgin Games Ud. 338o todbroke 
Grove. London W 1 0 5 AH. 
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It's funny how brilliant things 
can have their impact doubled 
whenever you're least expecting 
them. It's like finding a tenner in 
the back pocket of a pair of 
trousers you wore to a wedding six 
months ago or discovering that 
there's a half nibbled Mars bar in 
your desk drawer just as you're 
beginning to feel peckish - extreme- 
ly excellent when you know they're 
there, but trouser-wettingly fabu- 
lous when you don't. 

Such is the case with Elfmania, 
the first game from new boys Ter- 
ramarque. Like Bloodhouse, the 
team behind Stardust (which has 
just been signed up by Daze, by the 
way, and should be released with- 
in the next couple of months), they 
hail from chilly Finland and, if you 
haven't guessed from the dodgy 
names in the info panel at the top 
of the page, consist entirely of ex- 
demo coders. And, again like Blood- 
house, they've got a stunning sur- 
prise game to show off. 

I'm not quite sure what llari Kuit- 
tinen, the guy who demoed the 
game to us, has to do with Elfma- 
nia. He described his role as "father 
of Terramarque," which presum- 
ably means he's in charge of the 
development team. If this is the 
case then he's going to become 
incredibly rich over the next few 
months because Elfmania deserves 
to sell at least five billion times 
more than Street Fighter 2 - people 
at the ECTS gasped in awe at the 
huge, smoothly-animated character 
sprites, the simply gorgeous paral- 
lax scrolling and the stunning ani- 
mated backgrounds {yeah, like who 
said it can't be done?), and they 
steadfastly refused to believe that 
the game was running on a bog- 
standard Amiga 500. 

As far as combat games go, this 
is the closest an Amiga owner is 
going to get to owning a high-spec 
arcade machine on free play. The 
player controls one character, 
selected from a choice of six, who 
roams the fantasy land of Elfmania 
trying to prove that he or she is the 
hardest of them all. Just like Street 
Fighter 2, Body Blows and Mortal 
Kombat, each character has a few 
specific special moves which are 
unique to whoever you are playing 
so learning the correct way to use 
each fighter will be the key factor 
in deciding the Elfmania Champ. 

Yes, it does sound like Street 
Fighter 2, but llari claims that the 
team's main influences haven't 
come from Capcom's all-conquer- 
ing arcade game: "Most people will 
think that but if s not true. They've 
seen it briefly, sure, but they're not 
great fans of it. They just set out 
to create a really decent beat- 
'em-up that doesn't contain 
large amounts of brutality. 




(Top)"Our philosophy for our future 
games is to show that you can have 
family-orientated games that 
appeal to everybody, even the 
gamers who prefer tons of gore. 
You can do good games without 
excess violence," says llari. 

(Above) The Fat King's at It once 
again, this time against the lethal 
Guardian. This fight is taking place 
in the Throne Room which has ani- 
mated flames flickering in the back- 
ground and a few royal objects 
scrolling in the foreground. 
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"There are still a couple more char- 
acters to be put in the game," 
admits llari, "another two elves of 
some description, but we're not too 
sure what special moves they'll have 
yet." 



The violence is Elfmania is nothing 
compared to other games. "I really 
wanted to create a combat game 
which adults can leave their five- 
year-old kids in front of without any 
worries that they'll be corrupted or 
turn into homicidal maniacs," 
remarks llari. 




PROJECT: Elfmania 
PUBLISHER: Renegade 



DEVELOPER: Terramarque: Savi K. Ka (major bugs); Tai-pan (extra 
bugs); C. Ken Fen, De-an, Golem (muhum gfx); Allan M, Prime P (tenkt 
voices); Mr Jo Ker (brain damage). 
INITIATED: Autumn 1992 
RELEASE: Christmas 1993 




The waterfall Is the most stunning location you'll find within Elfmania and 
I'm sure that within a couple of weeks of release you'll be able to buy pic- 
ture postcards of It from your local newsie. Almost everything is animated 
the waterfall cascades down the cliff, fish leap from the crystal clear water, 
ripples are generated by the character's movement. It's truly beautiful. 

The approach they've taken is very impressive things with the Amiga 



cartoony - what with the birds spin- 
ning around your head when you 
become stunned. It's a very family- 
orientated kind of game." 

This cartoony approach is evident 
throughout the game, from the crisp 
and humorous graphics to the terrif- 
ic sampled sound effects that are 
played throughout each bout. I real- 
ly wish that you could all have seen 
the game moving so that you can 
fully appreciate exactly how brilliant 
it really is. 

Many people are going to sit back 
and wonder exactly who Terramar- 
que managed to pull of such an 
impressive programming feat, llari 
certainly isn't giving anything away: 
"All the coders are former demo pro- 
grammers and they've been doing 



for ages. No-one else is going to be 
able to figure out how we've man- 
aged to do this on a standard Amiga 
500 with 1Mb, and we're definitely 
not telling!" 

So how comes llari and co just 
turned up with a game like this 
without any prior warning? "We 
wanted to get to the stage where 
the game was almost finished 
before we started to show it to any- 
one. We've had a tremendous 
response from the ECTS - people 
seem to be genuinely pleased that 
we've managed to push back the 
barriers of Amiga technology. 

"It's really hard to say exactly 
how long we've been working on it. 
Up until about teven months ago 
the programmers were working part 
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Come in all you sad excuses for combat games - your time is almost up. Come Christmas 
you'll be exposed for the shameful pieces of software that you really are. Simon Byron 
reports on Renegade's breathtaking new beat-'em-up. 



time, but since then it's been really 
hectic. But I think it's been worth it." 

Like any 90's combat game. Elf- 
mania contains its fair share of spe- 
cial moves. Each character has one 
super-hard method of attack, but 
rather than having to move the joy- 
stick to the left, sweep through all 
the diagonals then press fire whilst 
moving up (the Street Fighter 2 
method). Elf mania works slightly dif- 
ferently. Let's take the Guardian, for 
example. His special move sends him 
spinning across the screen, sword 
outstretched, heavily damaging any- 
one who blocks his path. To do this 
you have to push up and left (which 
will cause him to do one spin) sev- 
eral times in succession so that every 
time he stops his sin- 
gle spin you start him 
off again. After three 
or four revolutions, the 
Guardian will be pow- 
ered up and hurtling 
across the screen. It's a 
lot easier to do than 
describe, believe me. 

Why have the team 
opted for this unique 
method and not stuck 
with the tried and test- 
ed formula? "I guess 
we have increased the 
payability by doing it 
this way. You don't 
have to memorise all the joystick 
moves - it's very intuitive. We spent 
a lot of time working out the logic 
behind our special moves, unlike 
Street Fighter 2's which were all very 
hard to pull off and the joysticks 
moves necessary to initiate them 
didn't make any sense. 

"There's always a problem work- 
ing out things for a one-button joy- 



stick, but that's what we set out to 
do. Street Fighter 2 treated one-but- 
ton joysticks as a burden, but 
because this is an Amiga game and 
not an arcade conversion we've been 
able to specify from the start how 
things will work." 

Each character starts the game 
with a pocketful of coins. These act 
as energy: the more coins you have, 
the more hits you can take - if you 
become bankrupt you're out of the 
game. After each successful punch- 
up bonus coins rain from the sky, 
and these can be collected to beef 
you up ready for the next bout. 

As a precautionary device to stop 
players from constantly using spe- 
cials, the Elfmania team have added 
a special feature 
called 'adrenalinise' 
which causes char- 
acters to chuck 
their coins at their 
opponents if they 
do three or more 
special moves in a 
single bout. If your 
opponent is struck 
by one of your 
coins then he'll 
loose a bit more 
energy but, of 
course, every coin 
you chuck depletes 
your reserves. This 
isn't a problem if you're easily win- 
ning the fight but if both fighters are 
evenly matched then it can mean the 
difference between winning the bat- 
tle or losing it. 

"It's really the last resort," stress- 
es Itari. "You shouldn't adrenalinise 
at the begging of a fight otherwise 
you're almost guaranteed to lose. If 
you want to finish someone off 



£ £ No-one else is 
going to be able to 

figure out how 
we've managed to 
do this on a 
standard Amiga 
500 with 1Mb, 
and we're definite 
ly not telling!" 

fcariKitbnen, / J 




Here we see the Fat King taking on the nimble Pirate lady. The two charac- 
ters here highlight the differences between the fighters - the Fat King Is 
one of the slowest of the six but his hammer is extremely powerful and he 
can withstand large amounts of pain while the Pirate is colmpletely the 
opposite; she's the quickest of the lot but not very hard. 

quickly, though, then it's a good tac- 
tic to use." 

I'm almost at the bottom of the 
page and I haven't even begun to 
mention the amazing rotating 
bitmapped floors and rather special 
disk loading system which lets you 
remove disks while the game is 
accessing them without crashing the 
computer (useful? Nope, but still 
impressive) - both of which are tech- 
nical firsts. Maybe the majority of 
English coders have just accepted 
that the Amiga can't handle certain 
things without having actually tried. 
One thing's for sure, after Elfmania 
there can be no more excuses. 
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Whenever we receive Public Domain 
demos with all their flashy graphic 
we often remark, "Why don't you 
spend time writing a proper 
game or haven't you got any 
real talent?" Sr. we won't be 
saying that any more. 
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DEVELOPER: Imagitec: Martin Cowen (deiign); Kevin Mcintosh 
(programming); Julian Holtom, Andy Walker, Pete Goldsmith 
(graphic); Marie Fox (storyboard designer ft graphics); Ian Howe 
(sound). 

INITIATED: Christmas 1992 



RELEASE: Early 1994 
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The Humans will 
soon be returning to 
our screens in a 
slightly different 
guise, thanks to 
developers Imagitec. 
Matt Broughton has 
been described as 
the missing link time 
and time again, so 
who better to bring 
you this first look? 

Some loved The Humans, some 
didn't. And what was the 
detractors' general com- 
plaint? "It's not as good as Lem- 
mings." That's the problem lacing 
any game trying to make it in the 
arcade puz2le market - it's dominat- 
ed by the shadow of those green- 
haired tittle tykes. But Imagitec. The 
Humans' creators, reckon that with 
Evolution: Lost In Time they've come 
up with something to stomp those 
suicidal sweeties into history once 
and for all. 

While Evolution shares some visu- 
al and gameplay similarities to The 
Humans, Imagitec is keen to stress 
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that this is a very different affair. 
"The original idea for Evolution came 
about while we were still doing 
Humans." explains designer Martin 
Cowen (AKA Piglet). "But we decid- 
ed rather than do a sequel, we'd do 
a game that had the same kind of 
basis. You could call it a sequel in the 
loosest terms, but there's a lot that's 
different about it. I started working 
on the design concept for it about 
nine months ago." 

With Evolution not due for com- 
pletion until early next year, the 
question is why spend so long devel- 
oping a sequel? For a good few soft- 
ware developers - and naming no 





(Above) As you can see. the graphical 
the game itself is very different. 

names - all you need to do for a fol- 
low-up is design some more levels. 
Wasn't The Humans good enough 
already? "Humans was a good 
game, but it could have been better, 
as all games could be," says Martin. 
"We got a lot of feedback off it. and 
decided we wanted another game in 
the same vein and used all the feed- 
back to shape it. Basically we just 
wanted to do a better game. We like 
Humans, and we know it's crying out 
for a straight sequel, but we feel 
that would just be a commercial 
cop-out. We decided to do some- 
thing that was like it, but worth the 
money!" 

For your information, the story 
tells of six historical characters who 
have been kidnapped by time-trav- 
elling aliens as additions to their col- 
lection of bizarre lifeforms. Unfortu- 
nately, the aliens make the mistake 
of also kidnapping one of the cave- 
men from the original Humans, who 
overpower* thp aliens and frees the 



similarities to Humans are great, but 



captives. As a result you have Robin 
Hood. Merlin. Ramasese, Confucius, 
a Viking and a Ninja. all running 
loose on a strange alien moon, all 
with varying capabilities and all feel- 
ing a little like fish out of water. 

By using the characters in various 
permutations, progress through the 
game's many levels is achieved - a bit 
like The Lost Vikings. En route there 
are technological 'discoveries' to be 
made, providing new abilities to 
experiment with, much like the fire 
and wheels in The Humans. 

How does someone come out 
with such an odd plot without 
resorting to illegal cigarettes? "We 
started with the consumer feedback, 
finding out what the major com- 
plaints were about The Humans. 
Then we sat down with a storyboard 
artist and figured out what we liked 
about The Humans and would like to 
include in the new game, things like 
the animation style, the cartoon 
sequences and so on. We knew it 



mmt go*>g to be a puzzle game, but 
mm t»«nted it to be a different kind 
e gdme, with more logistic 
---- - than The Humans h.id. We 
■tA it up from those three starting 
- -■• Vou find 
pew tend to start 
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"The tough bit 
is been figuring 



■ I We like 
Humans, and we 
know it's crying 
out for a straight 
sequel, but we 
feel that would 
just be a 
commercial 
cop-out. ■ ■ 

Martin Cowan, 
Evolution's designer. 



•vc how the hell 
•* r« going to fit 
»l tr* extra graphi- 
cs and features in, 
md not have the 
9*~<* coming on 
**te«n disks! Work- 
out what we 
:oukJ and what we 
couldn't include 
■w» been the biggest problem so far. 
* ot of the stuff we've had to 
preamline, rather than drop. We just 
to be careful not to put in any 
jtf-bage, to make sure than only the 
9ood stuff goes in." 

Animated sequences do take up a 
c' of room, however, which is why 
the package will probably come on 
*ve disks. The Humans only has half 
a cozen different animations, where- 
as Evolution carries one for every 
discovery' (that's 12 to you) plus full 
ntro and outtro animations. All are, 
:• lourse, very funny 

What kind of humour are they try- 
ing to emulate, though? Oscar 
Wilde? Tom Sharpe? "It's the 
**umour of authors such as Douglas 
Adams and Robert Rankin, that kind 
c* off-the-wall, slapstick humour," 
explains Martin. "That's probably the 
only really direct source that I can 
suote. For instance, there's Wile E. 
Coyote style accidents all the way 
trough. 

'The discovery of the Rocket Pack 
has a particularly ace animated 
sequence. It looks like it's straight 
out of that kind of cartoon genre. 
Ahat happens is this little Egyptian 
guy finds a rocket pack, and spies a 
flashing red button. He presses It 



and disappears at great speed from 
the top of the screen. Then it pans 
out to a panoramic view of the 
moon's surface with this tiny dot fly- 
ing around completely out of con- 
trol. Then we come 
back to him, and 
he's flying along 
looking like he's get- 
ting the hang of it. 
Then it runs out of 
fuel, and you get this 
typical Roadrunner 
shot from above 
with this dot disap- 
pearing into the dis- 
tance, and a little 
cloud of dust when 
he hits the ground! 
"It's that kind of 
humour that we've 
tried to include, not 
only in the animated 
sequences but also 
in the spot anima- 
tions in the game itself. We want to 
keep it all the way through the 
game, so that people are always 
laughing. That's why The Humans 
was so successful. People can get fun 
out of just watching the game as 
well as playing it." 

It's early days at the moment, as 
most of the last nine months have 
been spent on game and graphic 
design. Right now the levels are 
being pieced together and there will 
probably be something fully playable 
in the next couple of months, so get 
ready to have your ribs tickled. 
Whether or not Evolution is a Lem- 
mings beater is too far away to tell 
but I for one can't wait to find out. 




(Above) An example of one of the 
many humourous between-level 
animsations 







• Megatraveller 1 

"There cant be a more prestigious role-playing system lhan 
Megatraveller 1". 

PC Plus 

• Elite Plus 

"Quite simply the most original gameplay since the birth of 
computer entertainment. An all time classic". 

PC Format 

• Wing Commander 

"This is more than ever an essential addition to any self- 
respecting PC gamer's collection". 

PC Review 

The Complete Space Experience 
for IBM PC and Amiga 

'Cilia on Amiga veriluua 
ELECTRONIC ARTS 

tfiGRQPROSE JjjfrRKXN empire 

Empire Software. The Spire*. 677 High Road, North Finchfev. London Nl? ODA. 
Telephone: 081-343 9143 
Fmntro Software )« a 'egisiered Trademark of Entertainment international (UK) Ltd. 
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We've always thought that Wonder Woman was a bit of a 
dog and here's proof in the form of Core's sexy Mega CD 
conversion. Simon Byron paws-es for thought and takes a 
quick look behind the, er r kennels. As well as making lots of 
crap dog references. 




i 



It's fast and big." appar- 
ently. No, not Dave when- 
ever he hears the word 
'food' but Wonder Dog. Core 
Design's superlative Mega CD con- 
version, as described by Dan Scott, 
the game's lone programmer. What 
he failed to mention in his brief 
statement was how weird and 
totally off-the-wall the gome is. Lis- 
ten to this rubbish and you'll see 
why. 

Planet K-9, a tranquil doggy 
haven, has suddenly been invaded 
by the ferocious PitBully Space 
Armada. The fate of this once- 
peaceful planet now rests on a dis- 
tant hope - Wonder Dog, a pup 
who has developed amazing pow- 
ers after being injected with the 
special Wonder serum. 

Weird, huh? I reckon that most 
game designers must have been 
dropped on their heads as children 
because there's something not 
quite right about scenarios like 
that. Which is kind of odd because 
there's something very right about 
the game itself - it's one of the 
smartest and cutest things we've 
seen all year. 

As you can tell from the screen- 
shots, the game's an eight-way- 
scrolling platform romp (okay, so 
you can't see from the piccies that 
Wonder Dog scrolls, you'll just have 
to believe me), similar to Chuck 
Rock 2 and Premiere. And as Dan 



played an important part In 
those games it might be wise to ask 
him how Wonder Dog compares to 
the two. "It's definitely better than 
Chuck 2 and Premiere," he raves. 

Fine. But why? "Because it's a 
near-identical clone of the Mega CD 
version, which was brilliant fun and 
extremely popular. I actually sug- 
gested to Core that they converted it 
to the Amiga because it is a project 
that I'm interested in and I think I can 
do the best job in a relatively short 
period of time." 

Wonder Dog begins his quest at 
Bunny Meadow, where he's gradual- 
ly taught (more by force than any- 
thing) how to use his magic star 
throwing abilities. From there he 
travels to the Moon, Planet Weird 
and Planet Foggia until he eventual- 
ly winds up back on K-9 to polish off 
the Pitbullies once and for all. Along 
his way he can collect all kinds of 
bonus-related objects such as ener- 
gy-boosting wings and stuff like that. 
It's all very good, really. 

Dan's Chuck Rock 2 and Premiere 
experiences have been very handy. 
Rather than coding a game com- 
pletely from scratch, some program- 
mers often re-use bits of their old 
games, allowing them more time to 
concentrate on perfecting the game- 
play. This is the case with Wonder 
Dog. "The way Wonder Dog's 
scrolling and sprite handling work 
are both very similar to Chuck 2," 




Special smiley' icons appear throughout the level which, when collected, 
will send Wonder Dog into a state of meditation and reveal the many Invis- 
ible platforms that allow access to higher levels. Blimey - that's good. 




The screenshots around the page are taken from one of the game s 
cavernous bonus levels. The majority ot the main action will be set outside 
but there arent any pictures of that just yet. Sorry. 
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says Dan, "so I've been able to use 
those routines again. I've had about 
five months to convert Wonder Dog 
and every little bit of help is appre- 
ciated." 

Apart from the odd chat with the 
original programmer (who conve- 
niently sits nearby), 
Dan is all on his lone- 
some and the sheer 
amount of work Won- 
der Dog requires is 
enough to break even 
the toughest cookie. 
Lesser programmers 
would be driven crazy 
and start talking to 
imaginary friends, 
making two cups of 
tea for themselves and 
phoning up their answering machine 
at home so that they'll have mes- 
sages to listen to after work. Dan 
hasn't got time to mess around like 
that because Wonder Dog's impres- 
sive credentials demand a great deal 
of time and effort to get just right. 



(Above) Some of the individual 
sprites that will be pieced together 
to form one of the end-of-level 
bosses. Notice the builder-like rear 
end. Attractive, isnt it? 

(Left) How much is that doggy in 
the window. The one with the wag- 
gly tail. How much Is that doggy in 
the window. I do hope that doggy's 
for sale. 

In the finished version, released this 
month, you'll be treated to such 
delights as true 50 frames a second 
screen update, over 100 frames of 
main character animation and - get 
this - almost 400 enemies! 

400!?!?!? "Yes. I haven't finished 
programming 



- - it is a project 
'm interested in 
and I think I can do 
the best job in 
a relatively short 
period of time. 



them all yet but 
there really are 
loads in there" 
confides Dan. 
"There is that 
amount because 
the game was 
\written for the 
Mega CD and all 
the storage 
capacity that 
goes with CDs 
means that you aren't restricted by 
disk space and the like. The idea was 
to cram as much as possible onto the 
CD and we haven't cut any of it out 
apart from the animated intro. 

"There are a couple of minor 
graphical differences, but they'll not 
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Dan Scott, 
Wonder Dog programmer 



All of Wonder Dog's wondrous graphics have been created with loving care 
and this really shows when you see them animating. Here's a quick mutt 
joke: What do you call a dog with wings? Answer: Linda McCartney. 
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(Right) One of the 
many sidebars that 
accompany every 
editorial page In The 
One. Yellow indicates 
a Work In Progress 




sion of Wonder Dog. "I'd really love 
to," he confesses, "I would have 
liked to put moving backgrounds in 
there, that way the CD32 version 
would certainly be an identical 
copy." 

It'll be interesting to see how the 
final version of Wonder Dog turns 
out because it's the first game to be 
converted from the Mega CD. Just 
think - one of the Mega CD's most 
prestigious titles converted avec 
bells and whistles to the humble 
Amiga 500. Imagine what our con- 
sole-owning 'friends' will think of 
the first proper CD32 games... 



affect the way the game plays at all. 
I've had to reduce the amount of 
colours on-screen and lose the ani- 
mated backdrops but that's it. really. 
I'm very pleased with the way it's 
looking." 

And so he should be. The reason 
the game looks so jaw-droppingly 
smart is something to do with it 
"being done in dual playfield, so 
there are two eight-colour playfields 
with the hardware sprites being used 
for the main character." if you can 
understand that. I don't, though, so 
let's move straight on to 'gameplay 
improvements'. 

Right, there is one major gameplay 
improvement over the Mega CD ver- 
sion that is so subtle most people 
wouldn't recognise it if it was tat- 
tooed on the inside of their eyelids 
and highlighted with a fluorescent 
marker. Over to Dan for the latest 
developments: "In the original Mega 
CD version, you could only fire one 
star at a time but it was decided that 
this made the game far too hard. The 
programmers changed it to three, 
which made the game too easy. The 
Amiga version, however, only allows 
you to fire two and I think this has 
improved the playability and chal- 
lenge. A good compromise. I think 
you'll agree." 

It's unfortunate that due to Dan's 
pressing commitments (creating con- 
sole games, would you believe?), 
there won't be a CD32 or A1200 ver- 

If you're really that interested in seeing the characters move right now then 
simply cut out each one and stick them on separate pages of a small notepad. 
Then, you can flick through the pages and the little people will spring to life. 
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It's all rubbish and no details as 
Simon Byron reveals that he 
doesn't know much about Domark's 
exhilarating racing simulation. 
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In a world obsessed with techno- 
logical advances and progress it's 
frightening to know that the sim- 
ple things in life we once took for 
granted are in danger of becoming 
extinct. 

Personal hygiene products such as 
shampoo and conditioner now have 
dubious-sounding properties that 
seek out the dirtiest parts of your 
hair and clean those grimey strands 
more thoroughly. In fact, shampoo 
is getting so intelligent these days 
that It won't be long before we'll be 
able to buy some that will remain in 
the bottle and giggle if bald people 
try to use it. 

Toothpaste now has more brains 
than the average squirrel - we're 
now told that if you don't buy the 
toothpaste that works between 
brushes (yeah. like, how? Getting a 
job as a secretary, perhaps?) then 
we'll end up looking like the lead 
singer from The Pogues. Whatever 
happened to the easy life? 

When Alexander Graham 
Bell invent- 



ed the humble telephone, little did 
he know how much bother he'd 
cause me. According to Stephen 
Hawking in the BT ad, lack of com- 
munication has caused some of the 
greatest monstrosities mankind has 
ever witnessed and the invention of 
the phone can make the world a bet- 
ter place if only we'd talk to each 
other. He's completely wrong - not 
only does he fail to realise that pub- 
lic telephone boxes are a nuisance 
and serve no useful purpose other 
than to provide convenient urinals 
on the way back from the pub but 
also that the phone's recent off- 
spring, the fax, has just caused me 
the biggest headache of my life. 

Faxes shmaxes, that's what I reck- 
on. It's all very well sending vast 
quantities of A4 paper to the other 
side of the world but there's cer- 
tainly no guarantee that you'll get 
the response you 



fied time limit. And in theory the 
ability to fax France and accurately 
state exactly what you're after when 
the only French phrase you know is 
"Ferme la fenetre" is a good idea but 
in practice it just doesn't work. 

So after thinking up some deep 
and probing questions and scribing 
them on rather swish The One head- 
ed notepaper and dialling the fax 
number for Lankhor, the developers 
of F1, 1 thought I'd pretty much got 
this Work In Progress sorted. 

Well, that will teach me - 1 think 
walking to France and hand-deliver- 
ing the questions would have caused 
me less grief. The replies didn't arrive 
on time and here I am, a day before 
the magazine goes to press, writing 
about a game which I have played 
for half an hour at the recent Euro- 
pean Computer Trade Show. 

So here's what I 
know. Lankhor have 
decided that Vroom. 
their last spiffing rac- 
ing game, was so 
excellent that the 
Amiga-owning pub- 
lic deserve some- 
thing even better. 
They've enhanced 
the already super- 
slick game engine 



that conveyed a f righteningly reab 
tic impression of speed in Vroo* 
accurately mapped all the Formu 
One racing tracks and implement* 
a much- requested two-player mot 
which takes the form of a spii 
screen duel a la Lotus ct al (I w; 
only kidding about my limiw 
French vocabulary - I'm virtually 1c 
eign. you see). 

This may all sound like a lot 
work but Fl is actually a hybrid 
Vroom Multiplayer and Vroom 
Courses which were released 
Europe a while back. Just why Bril 
gamers weren't treated to t\ 
delightful slices of software cake 
beyond me, but there isn't long 
wait until we can get out grul 
driving gloves on this potential li 
beauty when it is released in al 
a month's time. 






WORK IN PROGRESS 



MAGIC BOY 

Empire 




Cutesy, cutesy, cutesy. These 
are just three of the words 
being used to describe the 
latest offering from Empire - Magic 
Boy. Chances are you've already 
guessed that this is a cutesy plat- 
form game and features the lovable 
cheeky-faced 'Hewlett' who is a sort 
of sorcerer's apprentice type. 
Hewlett has inadvertently released 
all the monsters from the wizard's 
castle and must recapture them all 
before his master's return. This basi- 
cally Involves jumping around the 
many and varied screens brimming 
with platforms, stunning each crea- 
ture with his magic bolts and then 
stuffing them down his trousers - 
chortle. The creatures are only 
happy to stay for a limited amount 
of time in Hewlett's pants - which is 
fair enough, I know how I would 
feel - and need to be transferred to 
the wizard's stores as quickly as 
possible. 

Magic Boy consists of four cutesy 
(that word again) worlds each with 
unique graphics and monsters, giv- 
ing a total of sixty four levels plus 
the obligatory hidden rooms - 32 of 
them, in fact - offering points and 
bonuses galore. Hewlett can 
increase his powers by collecting 
certain objects along with invinci- 
bility potions, extra lives, extra con- 
tinues and all the features that 



we've come to expect from such 
games. 

This has all the charm of a real 
console basher and certainly looks 
nice and colourful, with some 
charming animations. We had 
hoped to bring you a full review this 
month, but for now you'll just have 
to drool and wait. 
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GLOBDULE 

Psygnosis 



Writing for a computer 
games magazine has 
many inherent problems 
(working with David and Simon to 
name but two). One of the major 
problems is- repeating yourself, and 
another problem is repeating your- 
self. There are so many games that 
fall under the same banner you 
have to constantly find new ways 
of referring to those that are essen- 
tially the same thing, without, ct, 
repeating yourself. Well ladies and 
gentlemen, please prepare your- 
selves for a new experience. Appar- 
ently. 

Globdule is the first ever S PLAT- 
FORM'" outing and Psygnosis are 




standard platform-y game, all of a 
sudden you are able to move across 
just about any old surface you can 
see. Having said that some surfaces 
have deliberately been iced over or 
have sharp pointy things that will 
do Globdule no favours so you 
need to plan out your route care- 
fully to avoid such unpleasant 
items. Globdule can also jump and 
spin through the air in a graceful 
manner (well about as graceful as a 
small plop can get anyway) and will 
need to make the most of each 
jump as this is the only way of 
killing the many and varied strange 
nasties that will attempt to relieve 
you of a precious life. 




claiming that it brings a new type 
of game to the Amiga. Globdule 
himself is a small pink jelly-like splat 
that desperately wants to be a toy 
and it's your task to guide Globdule 
to the toy shop through the world 
of caves, avoiding evil nasties and 
cunning traps using his phenome- 
nal sticking and morphing abilities. 

The aforementioned sticking 
abilities basically mean that 
although things may look like your 



As with most platform games, 
or I suppose I'll have to start saying 
SPLATFORM" games, there are 
huge amounts of collectible flow- 
ers, fruit and such that will boost 
the old score and add extra objec- 
tives to the game play. 

God only knows who thought up 
this little chap, but following Psyg- 
nosis' recent string of hits, you can 
be sure we'll be waiting for this lit- 
tle chap to plop along at any minute. 
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JACK THE 
RIPPER 



A/I i rage 
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Oswald Aikn is a journalist for The 
Pall Mali Gazette that is paul by the 
column inch and Fie is obviously 
hungry for a story . Men believes that 
there is something out of the ordinary 
about this murder . Men states that 
he arrived on the scene at 4:15 A?l 
and. Br . Phillips was ail ready at the 
scene of the crime. 



o 



hankfully Jack the Ripper 
isn't a licence of the dodgy 
Michael Caine TV movie. 
Instead it's a completely original 
murder/mystery game, where the 
player assumes the role of an ama- 
teur sleuth investigating the grue- 
some murders of young 'ladies' 
around the Whitechapel area of 
London. 

At the scenes of the crimes you 
can look around for evidence and by 
chatting to the people you meet 
there you can pick out clues from 
their conversations by using the 
mouse to highlight those state- 
ments you believe to be important. 
Back in your study you can then 
compare these statements and use 
them to 'build' more evidence until, 
hopefully, you eventually have 
enough evidence to be able to point 
the finger and say it was Mr Plum 
in the Study with the revolver. Or 
whatever. 
It may not be the most attractive 
game in the world but that was 
never the intention - even on 



the PC the game only uses 16 
colours. The American developers, 
who were also responsible for the 
well-received Universal Military Sim- 
ulator series of games, claim that 
Jack has been something like 65 mil- 
lion years in the making (or was that 
Jurassic Park's blurb?), most of this 
time being spent researching the 
real murders and East End locations 
to give the game as authentic a feel 
as possible. However, there have 
been a few artistic licences taken 
here and there, of course - for a 
start, in the game you can actually 
deduce who the Ripper is {otherwise 
you'd never be able to win the 
game • doh! ). although in reality he 
was never caught. 

From what we've seen so far Jack 
the Ripper isn't the sort of thing to 
set the Mortal Kombat crowd alight 
but those who prefer their games 
thoughtful and long-lasting look set 
to be in for a treat. You can find out 
what we think about it next month, 
as by then we should have a review 
copy. Absolutely ripping. 



WIZ & LIZ 

Psygnosis 



I realise that I've used the word 
cutesy already on this page, but 
I do believe I might need it 
again. Wiz & Liz is most definitely 
in the realms of cutesy and it also 
features wabbits (a definite cutesy 
factor). 

This title has made an impressive 
appearance on the Mega Drive and 
looks set to do much the same on 
the Amiga when it's released a bit 
later on in the year. Wiz and Liz 
themselves are two elderly people 
who have been known to dabble in 
the ways of the necromancer from 
time to time. They suddenly find 
their magic talents are required 
when a strange force rises from the 
cauldron one day and sods off with 
all the wabbits on their world - Pum 
(the world's name, not an exclama- 
tion). It's now down to you to 
retrieve the wabbits from the many 
worlds that they have been scat- 
tered across by using a sort of 
crossroads between the worlds. 

You can play this in either a one 
player mode or in a 'Sonic 2-ish' 
two player split screen affair, and 
the objective in each world is to col- 
lect a set number of wabbits before 
the doorway will open, allowing 
you to pass back into the cross- 
roads. This may sound all fairly sim- 
plistic but the game moves at such 
a speed that it looks like it could be 
tremendous fun from the word go. 

You also need to collect the 
strange bits of fruit that float 



around the worlds in an attempt to 
get enough potions for use wher 
you've completed a world and 
returned to your own planet. There 
are a dozen spells that can do any- 
thing from giving extra time (did I 
mention that everything was unde* 
a strict time limit?), hints, seem 
doors, sub games and sometimes 
absolutely sod all! 

Each world has a different 
scenery theme, but is essentially the 
same layout, with each wabbit hit 
first giving a letter for a word that 
must be completed to open a door 
then just needing a set number to 
get out. 





It looks to be the sort of game 
that you can pick up and play 
immediately, and with any luck 
should keep you coming back for 
more. We'll keep you posted, but in 
the meantime, keep 'em peeled. 
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THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what the scores 
actually mean? 

0-25 Rubbish. Offensively low quality. 
26-49 Below average. Not acceptable by today's 
standards. 

50-60 Above average. But still plenty of room for 
improvement. 

61-70 Fair to good. Lots of nice points, but in no way 
perfect. 

70-80 Pretty smart. Above accepted standards. 
81-90 Extremely good. Top notch impressiveness. 
90+ Simply excellent. Breathtaking. 



THE OVERALL SCORE 

Obviously, at the end of the day when all is said and 
done, the Overall figure is the best gauge as to whether 
the game is any good or not. While representative of the 
elements, it is not an average of the other scores. That's 
why it isn't called THE AVERAGE. 





The first thing to do it choose a 
mission. There are fifty-odd on 
offer, ranging from basic and 
advanced tutorials to one-squad 
and two-squads missions, all of 
which can be selected and played in 
any order. On top of all that there's 
the Death Wing Campaign, a series 
of sequentially-played missions 
with a plot running through them. 

Next, you're given an overview on 
what lies ahead by the Imperial 
Commander. The Terminators 
devote their lives to the destructit 
of the Genestealers with religious 
zeal. The Commander speaks of 
"purifying the foul minions of 
Chaos" and so forth, but he doesr 
give you much info, which is why 
you need... 

...An in-depth briefing! Now the 
Commander lets you in on the 
dotaits of the job, complete with a 
small map of the Hulk you'll be 
exploring and each mission task 
spelled out for you. Generally, yoi 
weapons are selected for you but 
the tougher missions the honour 
doing all that may fall to you, in 
which case... 

...Vou come here, where you meet 
with the sergeants of the five 
squads In the Chapter. Clicking on a 
sergeant brings up a description of 
their squad, their capabilities and 
the equipment they carry, and each 
is suited to a specific type of mis- 
sion. Some of the squads that are 
selectable, however, come 
unequipped. If so... 

...It's time to visit the armoury. 
Here you're shown the five mem- 
bers of the squad. Clicking on the 
archways at the back of the hall 
will cause a Tech Priest to come 
shuffling out, bearing a weapon 
on a cushion - just click on a 
Terminator to give it to them. 
Now get out there and kill some 
Genestealers! 




Space Hulk is v as we put it, well scary so 
who on the feeble The One team would 
possibly have the guts to review it? Why, 
none other than our very own space- 
consuming hulk, David Upchurch. Let's hope 
he doesn't wet himself. 



hen was the last time you 
got spooked by a comput- 
er game? I mean, really 
jump-out-of-your-skin scared? Never, 
probably. It's only happened to me 
once, many years ago when I was 
playing Rescue On Fractalus, an 
ancient Lucasf ilm game for the C64. 

For the benefit of those reading 
who isn't a nostalgic old fart like me, 
I'd better explain that it was a bit like 
Defender but in 3D. You had to fly 
around alien-patrolled mountains, 
searching for pilots whose ships had 
crashed. When you found a downed 
craft you'd land near it and watch as 
the little space-suited pilot ran to the 
safety of your ship. 

Sometimes they wouldn't be 
human but alien pilots and if you 
foolishly tried to rescue one you be 
treated to a sudden picture of a huge 
bug-eyed nasty banging furiously at 
your cockpit window. The first time 
I made that mistake the shock was 
so great I nearly died of heart failure. 
I never thought I'd ever have a simi- 
lar experience on computer again - 
until I played Space Hulk. 

The game is based on the popular 
boardgame of the same name, and 
is set in the distant future - the 
40,000th Century, no less - when the 
Imperium is fighting a galaxy-span- 
ning battle against the alien hordes 
of Genestealers who flit through 
space in vast starships called Space 
Hulks, carrying out hit-and-run 



Most boardgame conversions stay 
locked to their table-top origins, but 
not so Space Hulk. In place of all that 
dice-rolling, turn-taking and piece* 
moving malarkey, the game substi- 
tutes the rather clever 'Freeze Time' 
system. As you move your blokes 
around in 'real time' you build up a 
store of Freeze Time. At any point 
you can kick in this Freeze Time, 
effectively pausing the game, and 
use it to plan moves at leisure. 

attacks on human outposts. 

Fortunately mankind is not com- 
pletely defenseless. The Emperor has 
at his disposal an elite army of Ter- 
minators, vicious and merciless sol- 
diers who have dedicated their lives 
to intercepting the alien-infested 
battleships and destroying all the 
aliens inside. As commander of a pla- 
toon of up to five of these hardened 
killers, it's your task to guide the Ter- 
minators as they explore the maze- 
like interiors of the Hulks, carrying 

out specific missions and, of course, 
blasting the alien scum. 

It's frightening - but fun - stuff. 
Just how much so you'll discover 
over the next four pages. 
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Vou can try playing Space Hulk at an all- 
action blaster but you won't get very far 
■ the Genestealer* are just too many in 
number and too fast on their feet. So 
you've got to start thinking strategically 
- and here's where you do it. The large 
plan map shows the position of your 
Terminators and aliens (shown as myste- 
rious blobs until they're up close) and, 
using those icons in the top-left corner 
of the screen, you can give a series of 
orders to your troopers, making them 
move to specified locations, fire off a 
few rounds in a certain direction and 
close or open doors. The game doesn't 
pause while you're here, so remember so 
go into Freeze Time first. 




YOU WANT SOME...? 

There's a whole stack of goodies that you can equip your Terminators with. The weapons come in two basic types: close- 
combat and long-range, and all have varying plusses and minuses... 



I 



CLOSE-RANGE WEAPONS 



LONG-RANGE WEAPONS 



LIGHTNING CLAWS 

These gloves are fitted with blades that can slice through 
Genestealer armour like butter. However, the powering 
mechanism is such that it covers most of both arms, so 
Terminators fitted with them cannot carry a second 
weapon. 



POWER GLOVE 

A sort of mechanical fist, the Power Glove is a relatively 
lightweight weapon, allowing you to carry a second 
weapon. It's a bit erratic In its effectiveness so don't rely 
on it too much - it's best treated as a 'last resort' 
weapon. 



CHAIN FIST 

Basically a Power Glove with a heavy-duty chalnsaw 
fitted to It. the Chain Fist is almost unrivalled as a 
hand-to-hand weapon. It is very weighty and 
unwieldy, however, so make sure you take this Into 
account when equipping a Terminator with It 



THUNDER HAMMER 

This huge war hammer is always accompanied by a 
Storm Shield as the second weapon. Terminators 
equipped thus are brilliant close-combat fighters and 
you can also make the Hammer self-destruct, 
destroying everything within range - including the 
Terminator too. of course. 



POWER SWORD 

A more chivalrous and romantic weapon than most, 
the Power Sword is almost as effective as the 
Lightning Claws at ripping through Genestealer cara- 
paces. It's a lot lighter and less bulky, too, so a sec- 
ond weapon can also be carried. 



(Right) It's all very well giving preset orders to your Terminators but what 
happens If the Genestealers launch a surprise attack? Worry not - the 
Terminators are ever vigilant and will automatically attack any alien or 
obstacle blocking their path. However, their performance Is never as good as 
if you had taken over their control directly so don't think you can set a few 
orders and let your boys do all the work for you (like I do here at The One). 




STORM BOLTER 

The Storm Bolter Is the most basic bit of kit 
Terminator won't leave home without one. 
Unlimited in ammo, the Bolter fires an armour- 
piercing shell that explodes after impact - and usu- 
ally in some Genestealer s gut. They are prone to 
iammlng, however. 



ASSAULT CANNON 

Big boys who like big toys will love this one. The 
multi-barrelled weapon can let rip in awesome 
and massively destructive attacks. The problem is 
the Cannon can only hold enough ammo for ten 
such bursts. Extra ammo can sometimes be found 
in the Hulks, though. 




HEAVY FLAMER 

No. not the latest meal offer from Burger King, the 
Flamer is essentially a modern-day flamethrower 
writ large. It's capable of delivering searing death 
over a large area, although there is only enough 
fuel for six shots. In times of desperation, the 
Flamer can also be made to self-destruct. 



REVIEW 



The Genestealers always <»pp< . 
from certain areas of the ship 
which you're normally warnM 
about beforehand. The alien 
'generators' look like this, wh* 
yellow bars down the sides of 
the doors, and, unfortunately, 
they can't be destroyed. It's nc 
a good idea to stay around he- 
too long... 




The fifty-plus missions In Space Hulk are many and varied. 
Some put you In control of a lone scout, others In charge 
of two five-man squads. Some are set to a strict and nerve- 
wracking time limit, while others allow you to take as long 
as you Jolly well like. Here, in this slightly-fabricated ship 
example (you won't find a mission quite THIS demanding 
in the real game!), we show you some of the mission 
objectives and features you can expect to encounter... 




Some Terminators are being 
held captive by the 
Genestealers. God knows 
what the aliens want with 
them but you can bet it isn't 
to challenge them to a game 
of Scrabble. The best thing to 
do is put them out of their 
misery with a burst fro 
f lamer. 




Ambush! The Genestealers 
might look ugly but what they 
lack in looks they make 
in brains ■ here they've 
managed to totally su 
your band of hardy 
Terminators. Things I 
Guns at the ready - fl 
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This is the screen you'll spend most of your time looking at - a selection of first-person views from the video cameras mounted on your Terminators' hel- 
mets (like in Aliens). You have full control over the Terminator in the main window and can move him around, make him use his primary and 
secondary weapons and get him to pick up objects using any combination of keyboard and/or mouse you fancy. Your control over the Terminators in 
the small windows is more limited - basically you can only make them fire their weapons - but you can swap them Into the main window at any time 
with a click from your right mouse button. 




REVIEW 





Phwo.ir! A thot from the game's atmospheric intro. Unfortun 
.miniated but th>> still shots are moody enough, especially js 
panted by a brilliant soundtrack. 



■lately it's not 
s they re acco 
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After each mission, whether 
you've been successful or not, 
you're given a debriefing, listing 
which mission objectives were 
fulfilled, how many Terminators 
were lost and how many filth- 
sucking Genestealers you wasted. 
Ifs not really that useful - if 
you've failed it just rubs salt into 
your wound. However, as you can 
see here, that's not a problem 
this mission as I've done rather 
well. Aren't I great, everyone? 
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Before each mission you're typically given a general layout guide to the Hulk 
you're about to explore. Sometimes, however, the foul Genestealers will have 
used their alien powers to block Imperial scanners, meaning that you'll have 
to go in blind and build up a map of the Hulk as you go along. In game terms 
what this means is that planning is harder, as you can't go to the 'orders' 
screen and send them from one end of the ship to the other in one go. Tricky 
is not the word. 




•■. I hh:l„; 

Electronic Arts 
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£34.99 Out Now 
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| THE VERDICT 

Mummy, I'm frightened! The other 
day I was playing Space Hulk in our 
tiny games room. All the lights 
were on, from the office I could 
hear the merry sound of Simon and 
Matt arguing over who's best 
(again) yet the game still managed 
to scare the pants off me - which 
wasn't a pretty sight, I can tell you. 
I've never known a game that's as 
successful as Space Hulk at generat- 
ing this level of genuinely sweaty, 
tense atmosphere and delivering 
such effective frights and scares - 
the game should come with an '18' 
certificate! I'd challenge even the 
hardest player not to feel a rum- 
bling In thefr undies when they first 
see a swarm of Genestealers charg- 
ing down the corridor towards 
them. Space Hulk is brilliant! It's 
undoubtedly the most successful 
boardgame-to-computer conversion 
ever, mainly because all the painful 

boardgame trappings (turns, dice I I H 5 Ti l I L I T Y 
rolls, etc) have been dispensed with 
in favour of the brilliantly-devised 
'Freeze Time' system, which Is far 
better suited to a computer and yet 
still retains the structure and rules 
of the original boardgame. The bal- 
ance between guns-blazing action 
and cunning strategy has been cal- 
culated to perfection, ensuring that 
it's near impossible to complete even the simplest mis- 
sion without without having to use both your brain 
and your trigger finger at some point. The only nega- 
tive point I would make is that some of the missions 
are very tough but don't let that put you off - Space 
Hulk is an incredible experience that you've just got to 
be a part of. 
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i — t> Sp.ice Hulk is totully compatible with the A12Q0 but there 

1 » ■""* no ohuinut improvement* An A1 300-cpocif ic vorsion it 

<~ n-J ; a possibility but there are no definite plans at the moment, 
more s the pity. 
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ob, as you might have 
guessed. Is having a bad 
day. But it's not like the 
ones you or I might have, the kind 
where you spill coffee down your 
shirt on your way to work or go to 
meet a hot date with a huge piece 
of toilet roll hanging out of your 
jeans. No, Bob's make those mishaps 
look like a typical day in heaven. 

He's a ball-type thing, you see, 
and he's been imprisoned in a num- 
ber of maze-like areas, from which 
escape is only possible by collecting 
a number of handily deposited coins 
that litter the level. Only then can he 
make his way to the then-accessible 
exit and be whisked away to the 



Sometimes 
things just 
won't go your 
way. But, as 
Simon Byron 
learns from 
Psygnosis' lat- 
est, there is 
always some- 
one worse off. 

next of the one hundred levels. 

But here's the interesting thing. 
Rather than controlling Bob direct- 
ly, you manipulate the landscape by 
rotating it around the spherical-one 
so that he rolls around the place like 
a deranged marble on grease. Icons 
appear at regular intervals that, 
when collected, alter the effect of 
gravity, endow Bob with pervy 
'thrusting' abilities or disable certain 
joystick moves so that you can only 
roll the maze in a limited direction. 

It all adds up to one of the weird- 
est games I've seen in a long time 
but, rather than being all originality 
and no trousers, it's actually very 
good. 




Apparently, Bob's Bad day is the first Amiga game to emulate the SNES's 
(bless you) Mode 7 graphics to such a degree. It's certainly not as slick as 
Nintendo's specialised screen- rotating mode, but you'd never find such an 
original game on that console. The effect is certainly impressive. 




As well as opening the exit, the 
coin* act as a kind of health reserve 
like in Sonic. You can hit any of the 

» hazards as many times as you 
like as long as you've got coins 
to spare. 



The icons are usually placed so that 
often you'll have no choice but to 
collect them whether you like it or 
not. Watch out for the dodgy ones 
which stick you to the walls or affect 
the joystick - they're a right pain. 



THE VERDICT 
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The first impressions of Bob's 
Day are not at all good, as I'm s 
you've probably realised fro 
static screenshots on this here — m 

Publisher.- 

page. But without playing It your- Psygnosis 

self there's no way of realising Dey *' op * f The Dome 

how fluent and utterly marvellous £19.99 Out Now 

this game Is, so you'll Just have to joynkk 

toke my word for it. Bob's Bad i i 

MEMORY I DISKS 

Day Is one of those rare games 1Mb 2 
which beginners can pick up and 

have a really good time with, H I I J im 
which is mainly due to the perfect- j\ m QQ^" 

ly- judged movement of Bob him- ^^r^ 30 /0 
self. Rivalled only by the ball from '■W 
Pinbnll Fantasies, Bob is one of the U 
most realistic spherical objects . . t*f\#n 
you'll find on the Amiga, with the Ju/O 
twisty-tiirny platforms conveying a i^aaaaV 
genuine sense of vertigo as you j H j fti K'ti j 
teeter over the edge of a cog- A I flA/fll 
infested chasm with only the pull UC/O 
of gravity preventing you from VJMal 
loosing valuable coins. At times the || j-fcl I liffcj^ 
reactions required to manoeuvre V I j m%] 
Bob ask just d little bit too much \*f 
and some of the pathways are so JibbbW 
difficult to reach that you could D U E R fl L L 
end up wearing the TV as trainers, 

but if you take things slowly and I %MM 

carefully and breathe deeply you 

should find no problems. The sad ^ \J |y 

thing is that Bob's Bad Day's rough 
graphics and relative lack of hype 

will mean that It probably won't get the recognition ft so 
richly deserves - a bit of spit and polish here and there 
would probably have tempted more people to part with 
their cash. Still, if you're prepared to overlook the taste- 
less graphics in favour of the tasty gameplay then I'm 
sure you won't be disappointed. Definitely a game that 
deserves to do well. 



It's unlikely that Psygnosis will be releasing an A1200 ver- 
— j sion of Bob's Bad Day, but this is certainly a game which 

would welcome a bit of extra added slickness. How about it 
then, Psyggy? 
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A shadowy, gleaming craft steals through 
the night sky. Out of sight but never out 
of mind. Sleek. Slicing through the dark. 
No blips register on the radar. No sign is given. 

Then, in an instant, an explosion bursts through 
the murky twilight and, as quickly as it appeared, 
the Nighthawk melts back into the shadows. 

The F- 1 1 7A has carried out another 
stealth mission. 

MicroProse present the definitive simulation of 
the world's most elusive jet: the F-l 17A. 
Now with eye-popping graphics, sensational 
sound, thrilling music and a vast array of 
awesome missions across NINE of the world's 
'hot-spots'. Catch it if you can! 

F-l 17A Nighthawk Stealth Fighter 2.0 

Unprecedented, uncompromising 
and undetected. 

AKRDPRDSE' 

Striftiitty Fun S o f t w n r e 

MicroProse Ltd., The Ridge, Chipping Sodbury, 

Avon BS17 6AY Tel: 0666 504399 

Available for IBM PC Compatibles and 
NOW for Commodore Amiga 
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Blastar is the mother of all space ships, it says here. Matt Broughton isn't a mother, but 
none-the-less looks up the bottom of Core's latest blast- 'em-up. 



t's always interesting to took 
back at films made yonks ago 
that made bold statements about 
what future life would be like. The 
only problem with this now is that 
as we get nearer, or pass, the dates 
and years mentioned, we can see 
just how bloody stupid they really 
were. With the exception of writers 
such as Arthur C. Clarke, most fiction 
has been a bit off the mark to say 
the least • just think, only six more 
years and we can ridicule the crap 
out of Space 1999. 

Now you might be wondering 
where all this is leading, so I'll tell 
you. We live in a world where most 
games released with a future setting 
either quote a year so far away that 
no one will be around to question 
it, or avoid the whole subject by 
making it all take place "in a galaxy 
far. far away". But not so with 
Core's latest. Blaster is proud, erect 
and set In 1997. 

The huge Earth warship, 



of the atmosphere to investigate the 
strange signals that observatories 
world-wide have been detecting for 
some time. Without warning, a 
dimensional gate opens in the fab- 
ric of space and spews out three 
enormous space islands that are 
immediately detected by the ship's 
sensors. 

With little time to react, your 
space fighter - Blastar ■ is Instantly 
launched to investigate this 
unknown force. Suddenly a searing 
mass of energy rips into the hull of 
M.A.T.R.A.. destroying the huge 
ship. To your horror you are alone 
with only one purpose - destroy the 
evil force hidden on the other side 
of the space gateway before it 
engulfs the Earth... 




Oh really! You don't say! Me 
against everything, what an excel- 
lent idea for a game... 

Blastar plays as an overhead- 
viewed blast, with your ship being 
controlled in an Asteroids-ish fash- 
ion, i.e. rotating left and right, but 
with set speeds rather than thrust. 
Weapons start pretty basic but can 
be upgraded by collecting credits 
left by destroyed aliens and docking 
with a shop (Tescos in space) at var- 
ious stages in the game. If things 
get too hot you always have three 
smart bombs to fall back on. 

Each 'mission' consists of 
destroying a number of important 
ground targets while avoiding the 
large number of strange and won- 
derful aliens, all culminating in a 
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confrontation with an end-of-L 
baddies. There are also a number 
sub missions which involve flying i 
the heart of the alien vessels ; 
destroying creatures in a horizon 
scrolling affair. 

There's no quantity missing he 
but is there any quality? Read 
brave warrior. 



a 
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(Below) At certain points in the 
game you dock with a floating shop 
selling ship extras as well as offer- 
ing you the chance to cheek the sta- 
tus of your ship. Any credits 
collected in the previous levels can 
be used here to buy missiles, high- 
er-power guns, strange and in 
estlng weapon effects and s 
as well as extra ships, etc. Yt 
sell current systems to raise more 
c ash. thus updating your ship as 
and when you want to. 
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(Above) The scanner is always on-screen and is a 

ing all the aliens in your ships vicinity. It's even more useful when you're 
trying to find a ground target as it will change to this rectangular display 
whenever you're in range of one of the major targets - shown as a red 
blip. The only problem with the scanner is that there are so many little 
dots that appear on the 'space background' that to start with you're never 
sure whether it's an alien on its way or just a distant planet, shimmering 
away to itself. 
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It's possible to play the game by avoiding the aliens rather than trying to 
shoot them, but if you do this you'll miss out on the toys left behind by 
the ex-nasties. Here you can see a speed-up icon and an extra-energy icon 
just waiting to be snaffled up. Credits, smart bombs and eatra lives can 
all be collected in this way. as well as circling orbs and defensive shields. 
The defensive add-ons may be time dependent or last for a set number of 
hits. The status of all these extras can be checked in the shop. 
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Blastar is a good game - but it 
could so very nearly have been 
excellent. Graphically it's very nice, 
with loads of detail and lots of 
variety. The only only problem Is 
the sprites tend to blend into the 
backgrounds - you really have to 
stay focussed or you'll just fly 
head-first into something, and 
some of the end-of-level guardians 
are almost impossible to see until ^^^ffTTFHl 
you make a hit and they flash A * 

white briefly. Probably Blastar's nWjL 
best feature is the sheer variety In 
the gameplay. In almost every 

level the playing style chops and Ql(9 
changes, keeping you on your toes /{\ 

with a new challenge. It's a shame ^ 

the programmers didn't spend a IJftilif'fyli 
bit more time polishing up the hor- £ * "If) 07 
izontal-scrolling stages, though - I 0 iw 

they're ropey, to say the least - m man 

but the other sections more than HHII 'HHti 
compensate. There are a few other 0009 
areas that could have done with a U J fO 

bit of tweaking, too. The aliens are 

a bit stingy with the old col- If I R J ■ 1 

lectibles, for example - chances are 1^ ■ 

the first time you visit the shop BC 
you'll be unable to buy anything ^| | 
due to lack of funds, which is a bit 
annoying (and pointless). The con- 
trol system takes a bit of getting used to as well, espe- 
cially when you're flying down-screen and have to brake 
by pulling in the direction you're facing! It's very weird 
but you do get used to it after a few plays. Don't get me 
wrong, Blastar's great fun but if only Core had spent a bit 
longer polishing off the rough edges this could so easily 
have been a classic. 
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The only difference between the A1200 version and the 
SI standard version is that, while playing it on the A1200, if 
someone asks you what machine you're playing it on you 

Scan say "I'm playing it on an A1200, thank you for asking.' 
Stunning, simply stunning. 




It's big and it's bad and, as David Upchurch soon discovers, there's nothing throwaway 
about Gremlin's new arcade blaster. 



How long has it been since we 
had a really good, original, 
horizontally-scrolling shoot- 
'em-up, eh? How long? The last one 
I can remember was Project-X. and 
even before that they were pretty 
thin on the ground. Not like the 
good old days, when you could 
expect at least half-a-dozen rollick- 
ing good blasts a week. Of course, 
this was long before the console 
market appeared and forced every- 
one to create cute platform pap 
Disposable Hero is a welcome return 
to mindless violence and practically 
limitless destruction. 

You begin the game with a basic 
ship, preparing to fight the usual 
'million to one' battle against every 
kind of marauding alien thing pos- 
sible over eight huge levels At the 
outset your ship is quite a pathetic 
little thing, with almost no offensive 
capacity and a shield that would fall 
apart in a light breeze. Along the 
way, though, you can pop into 

I" 1 Ihk .III pouen 
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stores and upgrade your equipment, 
stocking up with all the latest in 
homing missiles, personal nuclear 
warheads and books just packed 
with amusing slogans, ideal for 
mounting on banners. 

Plot-wise, there's nothing new to 
tell. Set half a dozen centuries into 
the future, the game tells of the on- 
going success of man's space explo- 
ration, which is quickly halted by a 
hostile alien presence (what else is 
new?). Before you know it a war 
broke out, and the humans lost. 
Almost. You are one of the last sur- 
viving warriors and must... oh, you 
know the drill! 

(Above right) As is usual in these 
games, the enemy can come from 
any direction. Take this large 
robot/spaceship-type thing here. One 
minute you're just drifting laxity over 
a large pond, the next this metal 
marvel the size of St Pauls lifts 
effortlessly off the ground and blows 
you away! It's just typical! 








(Above) As you blast your way 
through the levels you'll come across 
large domes like these. No, they 






aren t gun emplacements, they re 
actually the factories where you can 
upgrade your ship. Dotted around 
the levels are misplaced blueprints, 
which you can collect. Now fly into a 
factory and you can exchange them 
for the eauioment thev describe. 
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if you're used to playing horizontally-scrolling shoot-'em-ups then you will 
find yourself having to constantly reassess your playing style, as the variety 
of enemy attack patterns will generally stretch you from aggressive to defen- 
sive reactions within seconds. By the way, make sure you finish Disposable 
Hero because there's a special end sequence which will make all your efforts 
seem worthwhile. 
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As you can see, the graphics are prob- 
ably the most impressive thing about 
this game. This large robotic 'dog' lies 
still until you open fire, and then 
leaps up and throws homing bombs 
at you. One thing a still screenshot 
can't show you is what happens when 
it dies. Trying to put it tastefully, his 
head explodes and blood gushes out 
from his neck. Coo! 



The aliens aren't the only things 
out to hurt you. The alien environ- 
ment itself is more than capable of 
causing you some serious damage. 
A good example are these spikes on 
Level 2, which spring out of the 
ceiling and the ground without 
warning and impale you. Did I men- 
tion how fast your reflexes have to 
be? 





Check out that destructive power! 
All il takes is a little organisation in 
the shop .ind you too can be bio 

ing everyone away effortlessly 
Would you believe that .ill this shlp^^ 
Is armed with is a three-way plasma 
cannon and two homing missiles? 
Well, it's true! 



(Below)This game has some of the 
largest and nastiest enemies ever, each 
needing to be hit in at least five differ 
ent places a dozen times each before 
they give up the ghost. This skeletal 
bandwagon dinosaur needs to first 
have his eyes shot out, then his skull 
blown off, and finally his brain explod 
ed. Do you wonder why people 
stopped making games like this? 
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t impressions? Whoah! B 
boom! Death, guns 
action and excitemen 
first ten minutes anywa 
see, there are really two ways 
at this game. On the one 
d it's a fast-paced rocket ride, 
nerally following traditional lines 
but spiced up in places with a few 
modern touches and some stunning 
sprites. Or, on the other, you could 
say it's a sadly dated format that 
was found, conquered and left by B'l.l il 11*1 
the roadside long ago in preference •' A Q*|Q 

to games that require just a little Ut/ 
more than a fast trigger finger, such ^^^^ 
as Syndicate. Not that I can really MM B II 

fault this game. One niggle is that QfO 
the beautifully-detailed backdrops (ID/ 
and sprites mean that there are ^ 
times, particularly on Level 3, when 
it's very hard to make out which am fl*f 0 

objects in the background are / 
scenery and which will cause your VjHB 
demise. It goes without saying that H HI 
crashing into a deceptively harm- I •j^gi 

less-looking pattern on the wall Is 
incredibly frustrating. However, by s&m. 
and large the game plays very well 
indeed. The controls are tight and 4^ JBH 

fluid, and the fifty frames a second I U>J 

animation keeps everything moving ^% 
at a blistering pace. You get eight *m M U 

massive levels, which works out at 
fairly good value for money, and 
the four different difficulty settings mean that most 
should be able to work through it without sweating 
bullets. The real downside is that a game like this is 
ultimately short lived. Once you've done it, you rarely 
feel like going back and doing it again, but all the same 
the few weeks or so you'll take conquering Disposable 
Hero will be time well spent. 
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This bit is <■■ predictable as Mcpotabl* H«ro'« plot. Voah, 
— , that's right - it's the same game, with no differences. Are 
we beginning to repeat ourselves repeat ourselves? 
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What would happen iff you look a popular 
children's TV show based on a series of 
books written by a vicar and turned it into 
one off the most destructive and violent 
action games ever? We'll never know, sadly, 
but it would surely be better than what's 
on offer here v as Matt Broughton discovers. 



■f you think about it, a character 
like Thomas The Tank Engine 

-1 actually has quite a lot of game 
potential. After all. if Hewson could 
come out with the train sim South- 
ern Belle, then why not create a 
polygon-based simulation of 
Thomas's life? Or a strategy game, 
where you have to control the move- 
ments of Thomas and his chuffing 
chums, desperately trying to avoid 
an all-out travel disaster. Sadly, such 
things are not to be. 

In a nutshell, TTTE2 is a race 
game. Played against the computer 
or a human opponent, you need to 
race Thomas or one of his friends 
across four mainline routes on the 
island of Sodor, each almost maze- 
like in their overly confusing layouts. 
Rather than a straight charge, you've 
got to find the correct route through 
as quickly as possible. 

There are two difficulty levels and 
a number of hazards to avoid, from 



wrecked lines to level crossings and 
even the Fat Controller, who will 
reprimand you strongly should you 
go through a signal when the arm 
is down. Can you take on the mighty 
challenge of Gordon on a bad day? 
I reckon so, 




"You're a very naughty boy" says 
the Fat Controller, as Bertie the Bus 
tries to jump the lights. Notice how 
the railway track has been replaced 
by roads and the signals have been 
swapped for traffic lights. Anger the 
Fat Controller and you can lose valu- 
able race-winning seconds, so do 
what you're toldl 
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It's possible for two players to race against each other, with the split 
screen ensuring that each competitor gets a clear view of what's going 
on. It's a race in the purest sense of the word as each train doesn't 
appear on the opposlte's track. This means that sadly you can't get up 
to any dirty deeds like ramming or shunting your rival. 



Oops! One of the major hazards in the game are the other trains that run 
around on the line. As you race along you may find yourself trapped In a 
position like this, and smashing into an oncoming train leaves you lookir- 
a little like a squashed concertina. Thankfully your train is self repairing, 
and after a couple of seconds delay you are ready to roll again. 



right away is why Thomas 2 has 
gleaned such a low score, particu- 
larly as It is so obviously aimed at 
the younger end of the market. 
Visually, the game imitates the TV 
show quite well, although I would 
have liked to have seen more in the 
way of character. There's little ani- 
mation, but the movement Itself Is 
fluid enough. The sound is, for the 
most part, appalling, especially the 
title tune which goes so off key 
after the first couple of bars It actu- 
ally had me cringing. Spot effects 
are left to the expected 'chuff 
chuff' sounds plus the odd collision 
effect - all In all, nothing special but 
acceptable. However, the bl|g score- 
lowering problem with TTTE2 Is 
that there really Isn't a lot of game 
here. You have four short tracks, 
each of which take little more than 
a minute to navigate, and that's It. 
The two difficulty settings seem to 
have a minimal effect on the actual 
game, merely adding the odd haz- 
ard here and there, and selecting 
different characters has no effect on 
play at all unless you're playing 
Bertie the Bus, where you drive on 
a road but with exactly the same 
layout as the railway lines. In one- 
player mode you'll finish the game 
practically before you've started ft, 
even If you are as young as the age 
group the game seems to be aimed 
at. Longevity most definitely Is not 
one of the game's plus points. More 
levels would have been good, as 
would a track designer or more In 
the way of bonus and sub-games. 
As it is, you'll play the game for an 
hour and then never load ft again. 



fulfil *hiH 1 
Alternative 
n-fuiufri Pertk Star 
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No A1200 
f^^j Improvements 
planned, and 
the game runs 
fc^^S at exactly the 

same speed 
with exactly the same 
sound. Oh well. 



Dogfight is the first pure air combat 
simulation from MicroProse: 
one-on-one action, duelling for 
supremacy in famous aerial conflicts. 
Eighty years of air ace skills crammed into one 
game. From a WW I Fokker Triplane to a 
modern Fighting Falcon, you'll experience 
heart-thumping thrills as your enemy closes in 
on your 'ail? There's no room for errors; one 
wrong move and you're history! 

Dogfight features twelve legendary fighter 
aircraft. Each with their correct flight 
characteristics and authentic fully functioning 
cockpits across six accurate historical scenarios. 
In addition, you can plan missions and allocate 
other aircraft for air attack, support, patrol and 
defence operations. Plus a bonus 'What If mode: 
find out if a Spitfire can outmanoeuvre a MiG-23! 

Have you got what it takes to be Number One? 
Can you push yourself to the limits, calculate the 
risks and use your initiative without being 
reckless or foolhardy? 

How good a pilot are you? find out in Dogfight! 

Available for IBM PC Compatibles and NOW for 
the Commodore Amiga. 
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Mindscape's impres- 
sive shoot-'em-up is 
full of mindless fun. 
Which is why we 
gave it to Simon 
Byron. 

The f irsl Al 200-only game ever 
released was Maxis' Sim Earth 
which didn't really show off 
the machine's awesome capabilities 
at all. However, because the old say- 
ing goes "First the worst, second the 
best", A1200 release Number Two 
already had a lot going for it before 
anyone knew exactly what it was 
going to be. And the next A1 200- 
only game, TFX. will no doubt have 
a hairy chest. 

So, here is Number Two • Overkill, 
which is certainly no load of number 
twos. The game has been pro- 
grammed by Mark Sibly, whom reg- 
ular readers should recognise as the 
designer of Cybernetix, the top 
shoot-'em-up given away exactly 
twelve months ago by your mates 
here at The One. This time Mark's 
excelled himself by creating what 
has to be one of the most impressive 
shoot-'envups this side of Project-X. 

As you'd expect from this kind of 
game there's no plot to speak of, 
suffice to say that there are literally 
thousands of alien slime-baskets 
waiting to be blasted to into thou- 
sands of tiny pieces (which, if you 
work it out, will leave one million 
tiny alien pieces. Yeah, thought 
you'd find it interesting). Once a 
planet has been cleared of all for- 
eign bodies it's off to the next, pro- 
gressively harder location. 

This is in fact Mark's third Amiga 
game that we're aware of and the 
only one so far to be deemed wor- 
thy of a commercial release. The trio 
have all had one thing in common: 
the influences of Defender. Just why 
the Australians seem to have such a 
passionate fascination 
with the arcade 
dinosaur is way 
beyond us but let's 
hope that it continues 
for a long time if 
Overkill is anything 
to go by. 
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As soon as the game begins several aliens will begin to seek out one of the many Trilithium Crystals that clutter up 
the planet's surface. If one does manage to nab a crystal then it will mutate Into an even more deadly foe so if s 
best to try and prevent this by either blasting all the aliens or protecting your support troops long enough for them 
to blow up all the crystals. 






The first level is relatively simple - 
most of the aliens only fire now 
and again and they all move 
around pretty slowly. One hit is all 
it takes to split them into tiny 
pieces and send them back to 
where they belong. But it things do 
become too intense (too many 

Pot Noodles, perhaps?) then 
^-«. press the space bar because 
it'll activate your Animatter 
Shield, making you invulner- 
able for a short period of 
time. 



Every one of your support troops 
carries a single mine with which to 
blow up one crystal. Once they've 
completed their task they'll leap 
into the air whenever you fly over 
them and try to grab onto your 
undercarriage (oo-er) so that they 
can collect another mine from your 
cargo bay. They'll remain hanging 
under your ship until you decide to 
drop them off. This way you can 
move the soldiers around the plan- 
et, placing them in areas you feel 
are under threat. 



Once you've managed to clear a 
level of aliens you'll be able to 
select your next battleground. You 
start on the outside edge of the 
solar system and must clear each 
planet In the same 'ring' before you 
can progress move inwards until 
you reach the sun itself To be hon- 
est, it doesn't matter In what order 
you attempt each planet - the aliens 
don't vary between planets in the 
same ring and you'll always get the 
mega end-of-level guardian at the 
end of every third level. 
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Throughout the 
game, power-ups are 
randomly deposited by 
deaded aliens for you to 
pick up. They vary from 
three-way fire to triple shot 
and only last a limited 
amount of time before down- 
grading to the weapon you 
were using previously. If you 
know what I mean. Vou can 
also pick up napalm-like 
bombs which cover the floor 
with an impressive carpet of 
flames, damaging any enemy 
that wanders into its path. 




A smaller Dropship sweeps into the atmosphere shortly after you get there 
yourself, depositing a number of support troops. You can try to collect them 
before they touch down and thus earn a mega bonus but it's safer to con- 
centrate on blasting the aliens and let them get on with their job of 
destroying the crystals. The aliens can't destroy the troops, by the way. 




Your entrance to each level is marked by this huge Dropship which deposits 
you on every planet. This must surely rate as one of the largest moving 
objects every to appear on the Amiga, even if it ts merely cosmetic. Don't 
spend long admiring it, though, the action's about to begin. 
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■u Now this is really something: 
—j Overkill is one helluva blast. 
It's immediately pickupable 
and Just the kind of game that 
you can play for either hours 
on end or a few minutes at a 
time, depending on what 
mood you're in. In these days 
of sophisticated thinking men's 
shoot- 'em-ups such as Syndicate, 
Dune 2, Theatre of Death, etc, etc, 
it's nice to get back to basics now 
and again and totally forget about 
ground-breaking game design and 
all that jazz. Just turn off your brain 
and let your reactions do the talk- 
ing - that's what I say. The amount 
of stuff that Overkill throws around 
on-screen is phenomenal and proof 
that the game's A1200 hardware 
requirements really are a necessity 
and not the result of sloppy pro- 
gramming. However, In a game 
which borrows so heavily from 
Defender you'll always get one crit- 
icism rearing its head; the fact that 
whenever you turn around you're 
usually vulnerable for a fraction of 
a second as the game moves you to 
the other side of the screen. If you 
plan carefully and get used to this 
then it shouldn't present too much 
of a problem. The only major gripe I 
have with Overkill is the small num- 
ber of planets you have to clear. 
You can clear each level within three to four minutes 
and although the seventeen supplied do become mind- 
numbingly difficult as you journey towards the centre 
of the solar system, you can reach over halfway 
through Overkill on your second or third go. But hey. 
Overkill is so completely ace It's definitely, definitely, 
definitely a game you'll keep coming back to even 
after you've completed it the umpteenth time. 



Ha-ha-ha, hee-hee, ho-ho. tee-hee, giggle! Vou don't really expect 
to see an A500 version of Overkill, do you? Move along now 
before I call the nurse. 
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Matt Broughton spent an entire week of his 
life playing with this little logic puzzler, 
trying to turn well-known landmarks into 
clocks. Cheers-gears. 



There I was, two days 
into the issue and noth- 
£fi I ing to review, when a 
I lovely little package 
landed on my desk out 
of the blue. (I think you'll find it 
came from the post room actually - 
Ed.) What should plop out but a sin- 
gle disk labelled Gear Works. 
"Hmm," I thought to myself, "I won- 
der what this is." So into the drive it 
went and up came the game. One 
week later and several years older I 
found myself only about halfway 
through the game and still goingf 
Gear Works is simple in theory 
but damn difficult In practice. It's a 
logic-based puzzler that revolves 
around placing a number of ran- 
domly-sized gears on the playing 
area so that they make a link from 
one side of the screen to the other. 
The reason for doing this is to con- 
vert twelve of the most famous 
monuments in the world into clocks. 
Quite why you want to do this is 
unclear but - hey! - it's a game! Each 



monument is divided into several 
levels, and each level can be made 
up of anything from one to four 
play areas. 

Things soon start to get difficult 
as two little gremlins called Poffins 
appear, bouncing around the play 
area attempting to either break off 
the cog-mounting pegs or rust up 
your gears. These can be shot at or 
knocked off the screen by placing 
gears over them, but take care as 
you only have a limited number of 
gears at your disposal. 

The level layouts also start to get 
a bit nasty with areas that must be 
avoided or have had all their mount- 
ing pegs removed. There is also the 
matter of the time limit which 
comes in the form of the main 
engine - use too many gears or let 
them get locked up or rusted and 
the engine will start to overheat, 
sending you back to the start of the 
level no matter how far across the 
area you've struggled. Nasty, but it 
all adds to the fun! 




On later levels things get a hit more 
thought provoking as you have to 
sat up 'branches' of gears so that 
you eventually get all the red cogs 
turning. The play area also becomes 
more restrictive with pegs missing in 
various places on the board, not to 
mention the Poffins doing their best 
to break pegs and rust gears. 



Moving off the play area highlights 
the option icons allowing you to 
choose between cogs, Poffin-slaying 
guns and bombs and oil (used to 
release rusty cogs). The box on the 
far left shows the cog coming next 
while the lights running above show 
the engine's temperature which rises 
dangerously If cogs seize or rust up. 





MEMORY I DISKS 
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THE VERDICT 

Gear Works is extremely addictive, 
so watch out If you're worried 
about playing your life away! I 
played this for ages and thanks to 
the password system kept going 
back for more. The general idea is 
deceptively simple but once you 
get a few levels into the game you 
really have to start planning 
ahead. The difficulty curve is per- 
fect, gradually introducing you to 
more aspects of the gameplay as 
you go and slowly making the play 
areas that bit more awkward to 
get around. The Poffins can be a 
■-eal pain as they tend to break off 
vital pegs just as you're about to 
put a cog there, forcing you to 
rethink your strategy and head off 
In a completely different direction. 
You can try killing the annoying lit- LRSTftB ILITY 
tie creatures but as they regener- 
ate after a couple of seconds it's 
wiser spending your time to reach 
your destination. The varying lay- 
outs and patterns also help to 
make each level really feel as if it 
is a different level with different 
demands, rather than just a new 
bunch of graphics. The sub-game 

fruit machine is a nice touch, allowing you to take a 
break while offering the chance to replenish your sup- 
plies or just grab yourselves some extra points. It's actu- 
ally very easy to win but it's a nice addition all the same. 
Overall Gear Works is an addictive and fun game that's 
well worth a look. 



There are no differences between the standard and A 1200 
version (not that any are really needed) and it all runs at an 
excellent pace whatever machine you're playing on. Gottle 
o' gear, gottle o' gear. 
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CHAPTER IV: A NEW HOPE 

A Long time ago in a 
galaxy far, far away, 
Rebel leader DAVID 
BRABEN began work on a 
game so technically advanced 
+ it would change the course of 

the fight against the EMPIRE. 

FRONTIER: ELITE 2, as it was called, 
captivated the imagination of AMIGA 
owners across the galaxy. EARTH, third 
planet from the Sun (turn left at Mars), 
generated the most interest, mainly due to 
a magazine called THE ONE, the first 
publication to reveal the existence of Frontier 
in an intergalactic EXCLUSIVE. 

In yet another first, the NOVEMBER issue of THE 
ONE will carry a huge six-page review of the game 
David Braben is already calling "BRILLIANT". And 
that's guaranteed. 



FRONTIER: ELITE 2 

Reviewed exclusively in THE ONE 
On sale 28th October 1993. 
The wait is almost over... 
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Some of the tpeti.il bonus rooms 
and couple of the normal levels 
are fairly extra ordinary in an 
obvious way • namely that 
bloody great rising chainsaw 
that's just about to part Alfred's 
buttocks. As soon as you see the 
menacing teeth of the power 
saw it's best to start making 
your way hastily up the screen 
before our hero ends up in a 
Kentucky Fried Chicken box 
accompanied by fries. 




this kiLL 

hCLP SOB! 



Here's what the dashing young 
chick Is after - a lovely balloon. 
There are a set number to peck on 
each level and the amount you 
need to collect is displayed at the 
bottom of the screen along with 
all the other handy information 
(like how many lives are remaining 
and the amount of diamonds 
you've picked up), all of which is 
essential for survival. Once the 
final balloon has been pecked. 
Alfred will be whisked off to a spe- 
cial bonus stage. 



Most of the enemies can be ban* 
ished by leaping into the air and 
descending beak-first but these 
sleeping bombs cannot be 
removed so easily. Whenever 
Alfred nears the explosives they'll 
wake from their slumber and 
vibrate for a bit before detonating, 
releasing a wave of deadly bullets 
which are a right sod to avoid, 
much like the one immediately to 
Alf's right. Best keep well away. 
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There's a strong pucilc element in Alfred Chicken (the game, that is, not the 
chicken) which can vary from the standard 'working out what switches you 
need to push to turn certain platforms on' to the slightly more complicated 
ones like the teaser shown above. Set over about four screens. Alfred has to 
guide the mine (bottom right) through the scary-faced blocks so that he 
can then jump on the switch. But how does he do it without touching the 
explosive?Vou'll have to work it out for yourselves. 




£24.99 Out Now 
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If you've played the demo then 
you'll know exactly what I'm about 
to say but for those of you who just 
browsing in the newsagent's 
because you're too tight to buy this 
issue then then let me explain: 
Alfred Chicken is concrete proof 
that you don't need flashy graphics, 
parallax scrolling and 16.8 million 
colours to end up with a superbly 
playable platformer. Surprisingly, 
much of the game's charm comes 
from its slightly dated visuals, and 
even though Alfred isn't one of the 
most stunningly animated charac- 
ters the Amiga has ever seen he cer- 
tainly is one of the cutest. A 
by-product of these simplistic 
graphics is that, Baby World exclud- 
ed, every surface is clearly defined 
so you know exactly what you can 
and cannot land on, ensuring that if 
you do fall headfirst into a row of 
deadly spikes then it's your own 
fault. Eleven levels may not sound 
like much in the way of VFM but 
don't be fooled by mere numbers - 
each Is absolutely huge and 
crammed full of crafty puzzles, 
deadly traps and cunningly-hidden 
bonus rooms. What's nice is that 
although you don't need to enter 
these secret rooms, finding them 
soon becomes a major part of the 
game as there aren't any obvious 
graphical differences (such as a 
slight dent in the floor or odd- 
coloured walls) which even hint at their location. After 
all, a secret room should be just that and not an addi- 
tion to the level layout through which travel is obliga- 
tory. Let's hope there are more platform games like 
this, where payability is placed high above pushing 
the machine to Its limits - Alfred Chicken is a top game 
and no mistake. As Barry Bethall from the Weight 
Watchers ad might say in a poofy voice: "Try It, you'll 
see." Now buy this magazine. 




Alfred runs fine on the A1200 and there are no plans for an 
enhanced version, which is good as far as I'm concerned • 
the game Is almost perfect as it Is. 
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REVIEW 



HUCKLEBERRY HOUND 

HOLLYWOOD CAPERS 





Although not one of Hanna Barbera's most 
popular characters, everyone knows who 
Huckleberry Hound is, even David 
Upchurch. All together now, "Oh my darrr- 
lin r , oh my darrr-lin'... vr 

,y some unusual twist of fate, old Huck the hero has managed to win 
himself a bundle of Oscars for his last cartoon. In which categories 
•the plot doesn't say but I don't think it could be 'Best Original Score'. 
On this wave of success he plans his next 'movie', which will somehow 
incorporate the said trophies, and is just about to film it when the Oscars 
go missing! Stolen, by thunder! Stolen, and hidden around a couple of 
dozen levels, each broken down into groups of five, with a bonus level at 
the end of each section. Sounds like a good idea for a game. 

Each level is spread across a vertical strip about three screens high, with 
you starting at the bottom. All you need to do is climb to the top, jump- 
ing from platform to platform collecting all the gems you can find until 
you eventually reach the Oscar at the top. Collect everything and you move 
on to the next level. To stop you progressing are the usual smattering of 
fish, spiked balls and tortoises you'd expect from a platform game, as 
well as platforms that land you in all sorts of trouble. Some are covered in 
glue and stop you moving, whereas others are coated in ice so you can't 
stop moving! You get the idea, yes? 




A fairly good example of what a level looks like. A very messy backdrop, an 
equally messy set of sprites and a collection of unidentifiable platforms. 
That one with the orange and yellow string on it7 No. that's not a fire, it's a 
Jet pad. You'd never guess, would you? 
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The bonus level. You have a very small amount of time to get to the top of 
the screen collecting everything on the level before you lose the massive 
bonus awaiting you. Rainbow Islands meets Nebulus 2 - 1 don't think. 
Although you might be able to see the platforms more clearly, that 
doesn't actually make the game any more playable. 
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Bloody Hell, this is awful! This is 
one mutt that should be tied to a 
barn and shot with a double-bar- 
relled shotgun. I spent last night 
playing with a rather slow Public 
Domain ZX Spectrum emulator and 
most of the games I played on that 
were of a far higher quality than 
this. I cannot stress how completely 
crap Hollywood Capers Is, from the 
dodgy rendition of 'My Darling 
Clementine' right down to the clock 
that flashes up during the bonus 
stage. I hate this game and every- 
thing it ever stood for! The graph- 
ics, for example. There are those 
that say our way of grabbing 
screenshots makes a game look bad. 
Believe me, there Is no way to make 
this game look worse than It 
already does. How anyone can hope 
to get away with sixteen-colour 
backdrops is beyond me and the 
animation Is awful. The way that 
Huck Jumps is just so irritating and 
the second world - underwater - Is 
so poorly drawn that It's almost 
impossible to figure out where the 
platforms are without actually stop- 
ping and closely examining the 
screen, which usually ends up with 
you dying as something smashes 
into you. The game is just complete- 
ly unplayable. Huck can't jump high 
or far enough to avoid most things, 
and he can't turn and Jump from a 
single spot • If he's standing on the 
edge of a platform, he'll more than 
likely Just walk off the platform) A 
complete waste of your and my 
time. 
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Pubi^her Alternative 
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£9.99 Out Now 
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p— J There are no 
y i J plans for any 
W sort of A1200 
' enhancement. 
f^^H but I suppose 
BB that's a bit of a 
blessing really. 





"-great looking, fun graphics and 
addictive game-play makes this 
a superb addition to your collection" 

THE ONE 
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OCEAN SOFTWARE LIMITED • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER • M3 4LZ • TEL: 061 832 6633 • FAX: 061 834 0650 
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(Right and below) U, U. 
u. Utah Saints, ate. 
Here's the psychedelic 
intra, complete with 
rapidly-flashing logos, 
silhouetted dancers, and 
geezers performing 
hand slaps, all accompa- 
nied by the Utah's "I 
Want You". More intros 
like this, pleasel 



A\ . - d-Clpecl from ,1 driving 
g.inw lhyii-*iir«- plenty of ro-idnc 
ohj.M i -.ami h.it.irds to .tvoid 
Bl.ifk ■ **• .no Ihi- computer opptJ 
nonls whilff the whit* <-«•'* 
indicate civilian! who are just out 
for a Sunday dnwe Both type* ot 
driver adhere to the Highway 
Code of the particular country 
you'ro in so if you ro in England, 
for emimplt*. you'll drive on the 
left and tat* will head directly tor 
you if you spend too long in the 
oth«>r inne. 






What's got four wheels 
of Ocean's new driving 

Forget Indy cars, don't bother 
with Formula One - the Burn- 
ing Rubber World Champi- 
onship is where the action is. It's 
completely illegal, of course, so 
you'll not find any poncey qualifying 
laps, strict marshals who'll halt the 
race if there's even the slightest 
chance of rain or the petty regula- 
tions that take the competitive edge 
out of hurtling round a track. Nope, 
it's basically down to you, your car 
and bucket loads of adrenalin. 

The globe-spanning champi- 
onship has been set up by a bloke 
called Fast Fred who coordinates the 
races, arranges locations and cours- 
es, and supplies additional equip- 
ment through his many race shops 
which are run by top-heavy maidens. 
Money talks in these emporiums and 
the only chance you have to Increase 
your readies is by finishing the race 
in a respectable position, earning 
you extra cash as well as a few 
championship points In the process. 

Because the races are unofficial 
and the speeds the competitors 
reach are well beyond the various 
national limits, the international 
police forces will do their best to halt 
your fun by giving chase as soon as 
they catch you breaking the law. 
Avoiding these confrontations is 
easy - simply slow down whenever 
you see a cop car - but this will obvi- 
ously cost you time, increasing the 
opportunity for the other cham- 
^ pionship participants to pass 
1*^^ you by and finish before you. 



and an exhaust? A car, stupid! What's got four eyes and a copy 
game? Simon Byron, of course! 
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What's fairly unique about Burn- 
ing Rubber is that It allows you to 
play what you consider to be the 
best route from the race's start to its 
finish line as, at various points along 
the way, you can turn off into alter- 
native roads. Apart from that, it's a 
standard run-of-the-mill race game, 
the likes of which we've seen many 
times before. So Is there any reason 
to buy it? Let's see, shall we? 



(Above) Even the slightest graze against anything moving or stationary will 
increase the damage meter by an amount proportional to the object you hit 
and the speed you're doing. As the races last four minutes or so it's best to 
take It easy, especially as you have to pay for the repairs between races <H 
you've got money, that Is). Reach 100% and the race will be over. 

(Left) Vou can choose one of six cars to race, 
most of which have a combination of lettan 
and/or numbers after them (like RS 1800), so 
they must be good. Each car has differing 
top speed, torque, er, 'CC and BHP. all of 
which have some effect, I'm sure. And, as an 
extra added bonus, your chosen car will be 
represented in sprite form as you race. 




REVIEW 



(Below) Fast Fred's Otde Shoppe contains loads of useful kit to be bought - 
if you've got the money. It's worth spending time experimenting with all 
the different goodies as selecting wisely is a vital part of the race. For your 
interest, you can buy exhausts, cam shafts, super chargers, turbo chargers, 
suspension kits, fat tyres, cylinder heads, nitros. body kits and brakes. 




ftlHIIIMtik /M 

HEME H H : 31 



: HI 





• - 'I MUM. -I 



The coppers tend to park by the roadside, with their beady eyes fixed on 
the cars passing by. If you approach them slowly then you'll pass without 
incident but storm on by like you're trying to reach the pub before closing 
time and they'll switch on their sirens and make chase. You can usually out- 
run them if you're fairly skilled but if they catch up they'll attempt to ram 
you until your car becomes significantly damaged. 




TRACK ONE 
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All of the drivers in Burning Rubber take different routes to the finish line 
so you often don't know how well you're doing until the very end. By mov- 
ing the arrow in one of the directions highlighted you can specify your 
route and whenever you need to turn off during the race the computer will 
flash an arrow on-screen. The shortest route may not be the fastest as the 
longer tracks tend to be straighter so you can build up speed more easily. 




Ocean 
o#w/opvr. Harlequin 



£25.99 Out Now 
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Well, let's hope that other bands 
follow the Utah Saints' example and 
negotiate more music/game tie-ins - 
the intro to Burning Rubber is one 
of the most impressive things I've 
seen and heard in a long time 
(although it has to be stressed that 
epilepsy suffers won't agree). It's 
unfortunate, then, that the game 
doesn't live up to the high stan- 
dards set by the gratuitous pop pro- 
motion. Harlequin have tried 
desperately hard to do something 
different, but the things which 
should stand out and remove 
Burning Rubber from the crowd 
actually work against it. Take the 
route planning, for example, which 
in theory is a good idea. Having the 
opportunity to race the way you 
want to is all well and good, but 
because the junctions turns are at 
90 to the main road they're hard to 
negotiate without crashing so they 
just get in the way - an Outrun 
approach would have been mush 
easier to swallow. The damage indi- 
cator would have been okay if it 
wasn't for the startling rapidity 
with which the hits pile on more 
devastation. Yes, you do need to be 
punished for smashing into oppo- 
nents and whatnot but not so 
harshly that by a third of the way 
through the stage your damage is at 
80%. And what makes it worse is 
that the computer-controlled cars 
creep up behind and pass 'through' you without warn- 
ing - again, upping your damage. Graphically, the 
game's slightly below par, with the car's animation 
frames reduced to a minimum and the scenery and 
other vehicle jerking wildly into view. All that aside 
Burning Rubber plays well enough, but if you're used 
to Lotus-style slkkness then you'll be slightly disap- 
pointed. Nice idea, but a little rough around the edges. 



Now this is a first. You'd normally expect either "no 
difference" or "plays better" here, but not this time. Burning 
Rubber on the A1200 is almost a little too fast. Unfortunately, 
this makes the game even harder to play as the twists and 
turns are harder to negotiate. However, Ocean are promising 
an A1200-specific version which promises 256 colours, etc 
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Matt Broughton has 
enough trouble get- 
ting his long legs 
into a Mini, so you 
can probably 
imagine the 
problems caused by 
trying to cram him 
inside miniaturised 
vehicles to play 
Codemasters' latest. 
Never mind, it's all 
in the name of fun. 

Ever wanted to drive miniature 
Formula One cars around a 
■■track marked out in chalk on a 
pool table? Or race little jeeps 
around a breakfast table covered in 
spilt milk and dollops of baked 
beans? No? I thought not. Well, who 
cares what you want because you're 
going to get it anyway - if you're 
playing Micro Machines, at least. 

Yes, the idea behind the latest - 
and definitely greatest - game from 
the prolific Codies is bizarre to say 
the least. It's yet another racing 
game, but one with a big - or should 
that be tiny? - difference. Rather 
than driving some big throbbing 
monster machine, this release offers 
you the chance to steam around var- 
ious locations in a miniaturised vehi- 
cle of your choice. 

In total, Micro Machines puts you 
behind the wheel of eight widely- 
varying vehicles, including tanks and 
speedboats as well as more tradi- 
tional sports cars and buggies, and 
allows you to drive in such locations 
as sand pits, garage floors, school 
desks and the bath to name but a 
few. 

Micro Machines can be played as 
a one or two-player game, tn the 
one-player mode you can play 
either head-to-head against a 
lone computer opponent or 
compete in a championship 



against three binary rivals. In two- 
player mode, however, you can play 
either a one-off head-to-head or 
compete over eight tracks to see 
who can win the most races. 

Unlike most modern day two- 
player games Micro Machines 
doesn't use a split-screen mode. 
Instead, you are effectively joined 
together so the competitive aspect 
is always high. If one player does 
manage to gain an advantage and 
forces the scrolling screen to the 
leave their rival behind then the 
leader is awarded a bonus point, 
shown as a strip of coloured lights 
at the bottom of the screen. You can 
either win the game by changing all 
the bonus lights to your colour or by 
completing all the laps with the 
advantage in your favour. 

It's all very instinctive and 
straight-forward to play so I won't 
patronise you any further by 
the obvious. Anyway, you se; 
small bloke - that's you that 



(Above) When you're 
playing against the com- 
puter in a head-to-head 
competition you'll be pre- 
sented with a bonus lap 
to complete against the 
clock after every few 
races, with an extra life 
up for grabs should you 
get round before the 
time runs out. The race 
takes place on a rough 
track covered In deadly 
puddles, obstructing 
plants and rocks, and bits 
of guttering to be 
crossed. It's extremely 
hard and needless to say I 
didn't manage to do It 
once in all the time I 
played the game. I'm not 
happy about this you 
know! 



GARDEN 

The garden 
presents you with 
a perfect testing 
ground for your 
mini choppers as 
you whiz around 
the undergrowth. 
Apart from tons of 
places to get stuck, 

water sprinklers 
spell certain death. 
Don't say I didn't 
warn you. 



SNOOKER 



The pool table has. 
as you might imag- 
ine, more balls than 
most. Cards lead 
you up on to the 
rim of the table and 
drop you into the 
corner pockets. Not 
the obvious place 
for a Formula One 
car but who cares - 
it's all good fun. 
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DESK 

This looks much like 
my old school desk, 
with rubbers, sharp- 
eners, pens and 
folders scattered 
everywhere. Take 
care when lining up 
on the thin rulers 
joining the 
desktops! 





TOYROOM 

Trundle through 
the toy room cov- 
ered with marbles 

and toy soldiers 
and try to negoti- 
ate the peril-strewn 

draughts board. 
The tanks are the 
only miniatures to 
have weapons - 
guns, guns, guns! 



f GARAGE^ 

The garage floor is 
a dangerous place. 

with nuts and 
bolts, fuses and oil 
patches dumped 
thoughtlessly all 
over the shop. Even 
worse are the globs 
of glue that slow 
you down to a 
crawl. Any high 
speed collisions 
here will destroy 
both cars as well. 





BREAKFAST 

Some messy blighter 
has left milk, beans, 
waffles and cereal 
all over the table for 
you to negotiate in 
your jeep. Oh yeah, 
don't go near the 
edge - aaeeiii! 



BATH 

The bath is quite 

forgiving as 
there's no way to 
fall out. Watch out 
for rubber ducks 
and the plug-hole 
whirlpools as you 

leap over 
abandoned sham- 
poo bottles in 
your speedboat. 



The kiddies' sand 

pit is a perfect 
opportunity to try 
out your mini jeep 
but watch out for 
puddles {hope It's 
only water) and 
use the spades to 
jump over rocks. 






Joystick/Keyboard 
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| THE VERDICT 

When we first got a demo of this 
game a month or so ago we spent a 
rather frightening amount of time 
playing it. It even got to the point 
where Sens! Soccer was demoted to 
second fiddle as far as lunchtime 
challenges were concerned. Such is 
the excellence of Micro Machines - 
It's without doubt the best two- 
player racing game we've ever seen. 
There are no rules to be learnt and 
no manuals to be read, you just pick 
up the joystick and go. You might 
think the way the two-player mode 
works sounds a bit 'stop and start' 
but once you get going it works to 
perfection, especially when you play 
someone on your own level of skill, 
ensuring that the race is always kept 
tight. The various vehicles and 
tracks actually do play very differ- 
ently • it's definitely not a case of 
'same game with new graphics'. 
Talking of graphics, there are no real 
grumbles with regards to either the 
game's graphics or sound; they're 
not exceptional but are more than 
adequate. Micro Machines is at its 
very best when played by two 
humans as the computer plays in a 
very predictable way - ft never falls 
off the edge, It never speeds, It 
always stays on the track it never 
makes any mistakes. As you play 
you soon learn the way the comput- 
er 'thinks' and can use this to your 
advantage, so there's perhaps not 
quite as much of a long-term challenge for the lone 
player as there ought to be. Still, it's a hell of a two- 
player game. I'd personally recommend inviting a gang 
of mates round, buying a KFC bargain 
bucket for sixteen and a huge 
quantity of beer, and having a 
'Winner stays on tournament'. 
But, of course, it's up to you. 
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Even though both David Bowie And I ■ ■■• - for Fears (to name 
but two) sang about 'Changes', the Codemasters don't 
when it comes to Micro Machines on the A1200. Don't 
worry, though, as it's blinding anyway. 
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He's played every football game there is! He's even good at one or two of them! Yes f 
it's The One's very own Kev Keegan r Mr Matt Broughton! 



It's taken them quite a while but Ocean have finally come up with an 
arcade football simulator to go against the mighty duo of Sensible Soc- 
cer and Goal I You might say that it's taken them too long time and that 
their chances of even making the slightest dent in such an oversubscribed 
market are zero. You might even say that they're wasting their time. Well 
hey, give them a chance at least! 

European Champions is a mixed bag of football goodies, strung togeth- 
er by developers Audiogenic in a way that will be instantly familiar to play 
ers of any of Audiogenic's own World Class series of games. From the start 
you're presented with a plethora of menus, giving you access to leagues, 
cup challenges, friendly matches and any other fussball (as they say in Ger- 
many) related activities. But don't worry - there's no management involved. 
All the menus are just a mask for the core of the game - the match itself. 

The match can be viewed from one of two different perspectives: from 
above, as favoured by Sensisoccer and Goal!; and from the side, as employed 
in Manchester United and Match Day. You can toggle between the two views 
at will, just to add a little more variety to your game. On top of that there's 
a unique system of three different passing methods, plus a full video action 
replay system that doesn't involve linking up your Amiga to a VCR! 

So. as you can tell, European Champions is packed with options and fea- 
tures. But is the footy any good? Meet me after full-time for the Verdict. 



What football game review could be complete with 
out a shot of a corner being taken. In European 
Champions, the shot always goes toward the num- 
bered player in the bos, who can follow through 
with a quick header Into the goal - if you're luckyl 



T 




You can call up an action replay like this at any point, just by pressing 
'R', and one appears after every goal by default. Now. whenever you 
score against your mate, you can Irritate them to Hell and back by play- 
ing and replaying the same goal over and over again - you can even savi 
it to dk>-*or savouring laterl 





You can do a lot more in European 
Champs than just play friendly 
matches. You can opt to join in a 
league table, like this one. or par- 
take In the Ocean Cup. ■ massive 
pan-European challenge featuring 
the best teams on the continent, if 
Leeds count as one of the best 
teams on the continent) 



ft 



The guy with the arrow above him it 
the one currently in control, The 
arrow points which way the ball will 
go when the fire button is pressed, 
and the name at the bottom shows 
who the ball will go to This method 
of passing is called Ping Passing, but 
there are more direct methods. 




REVIEW 




This Is the standard top view, as seen in so many other games before. 
Vou might notice that the players are larger than In most games, or the 
fact that one of them has a halo over his head. That means that he is the 
receiver of a pass currently being made, so get ready to control him 
when the action gets going. 




* 
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Foul, ret I In true Kick Off style, you can sliding tackle anyone you like lo 
the ground or just barge them If you really want. But watch out - some 
referees will call a foul If you so much as tackle a player from the front, 
so your time would be better spent learning how to intercept passes. 
That way you don't lose any players! 




ft 

/i 
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Before a match, you are given a mas- 
sive amount of options to make the 
game as easy or as difficult as you 
like. There are ten computer skill lev- 
els to choose from, five different 
types of pitch, four wind settings, 
and a choice between two dual-play- 
er options: Team Play, where you 
both play for the same side, or 
Normal Play, where you control 
opposing teams. 





pobfuh«r. Ocean 
Audiogenic 



£25.99 Out Now 
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THE VERDICT 

It's funny but you can always tell 
when a football game has come into 
our little office. The small but effec- 
tive games room suddenly becomes 
packed with heaving, sweaty bodies 
just crying out for a quick two-player 
go. This time was no exception. 
Sadly, however, after the initat buzz 
had died down nobody hung around 
for a second go. The problem with 
European Champions Is that, 
although the game looks incredibly 
promising, it's a bit of a dog to play. 
The most frustrating thing about the 
game is that there Is very little actual 
skill Involved. So much of what goes 
on Is automated - the passing, the 
goalkeeping, etc - so the game can 
be incredibly easy to beat, even on 
the harder computer levels. As long 
as you can stop the ball from being | P L R YI1IIITY 
intercepted when making short pass- 
es, there's no way at all that the 
computer team should be able to get 
the ball off you. As a result you end | INSTABILITY 
up trundling up the screen, and then 
leaving it in the hands of the gods as 
to whether or not you score. It's also 
very, very sluggish. Everything 
moves so slowly that all you can 
think of doing is binning the disks 
and getting Sensi up and running. 
The players crawl across the screen 
and the joystick response Is Just 
pathetic. Half the time It's very hard 

to tell if you're really In control of what's going on on- 
screen at all! It isn't all bad, of course. The variety of 
options is a plus, and the amount of tailoring you can do 
means that you can always set up the game so that It has 
some challenge, but without options like aftertouch and 
proper set pieces It just doesn't require as much skill as it 
should. Stick to your personal favourite. 



Crrrr, quite remarkable. Apparently. European Champions 

lv on IhP A1200 than it work* on the 
standard Amiga. And latest reutts fust in - no enhanced ver- 
sion planned Extra-ordinaryl 
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REVIEW 





Matt Broughton has a powerful engine, a 
strong structure for difficult tracks and 
reaches his best even when wet! Sounds a 
bit saucy I know, but it is actually relevant 
to Team 17's latest release. 



If you were Team 17 and someone 
came up to you with a corking 
racing game and asked if you fan- 
cied putting rt in the stores and mak- 
ing lots of money, what would you 
say? Yes, me too. Strange but true, 
this is exactly what Martyn and the 
lads have done and, as a result, I'm 
sitting here doing about 315kmph 
in a super charged love machine. 
Well actually it's a car, but that 
won't stop me over exaggerating. 

F17 Challenge offers you the 
chance to compete on 16 tracks in 
exotic locations across the world, 
either as individual races or as part 
of a world F17 championship, tak- 
ing on 22 computer-controlled 
opponents of varying driving ability. 
You have four cars to choose from, 
each with specific attributes such as 
high performance in wet conditions, 
body strength for difficult tracks and 
rapid acceleration for fast tracks. 
You can also choose to drive with 
automatic or manual gears as well as 
change the difficulty of the game. 

Before each tournament begins 
you have the option to go straight 
into the main race or to do a quali- 
fying run first. Though the main race 
can be anything from five to fifteen 
laps long (this can be altered using 
the options) the qualifying race 
always consists of two laps against 
minimal opponents, with your best 
time dictating your position on the 




It's more than likely that by the time 
you've completed one circuit you'll 
have taken a fair bit of damage from 
other cars and off-road collisions 
which, apart from affecting the per- 
formance of the car, can also cost 
you the race should the damage 
meter get to 100%. You have the 
chance to make a pitstop once per 
circuit and need to decide between 
risking your car's performance 
against losing precious seconds 
while the mechanics make repairs. 

starting grid. You need to do well in 
the qualifier otherwise you'll find 
yourself so far down the grid you'll 
need to do some demon driving to 
get back in the picture. 

You have a damage meter that 
increases as you collide with other 
cars and off-road trees, advertising 
boards, etc. Should this meter reach 
100% you are, as usual, out of the 
race. Once per lap you have the 
option to make a pitstop which will 
repair your car's damage but will 
cost you valuable seconds. 

Well, everything seems to be 
there alright but what's it really like? 
Read on, brave driver. 




You can choose one of sixteen tracks to ra 
on when playing in single race mode (you 
race a set sequence when in a championship) 
and it's from here that you can also check on 
the circuit length as well as weather con- 
ditions and track records (right) Here 
^ there's a good chance of rain, increas- 
T^H ing the likelihood of skids and spins. 
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instantly user friendly. The 
tracks each have enough individual 
unique features to keep them from 
being repetitive, including the use 
of different weather conditions, 
track layouts and graphical back- 
grounds. I don't want to make this 
seem like a love affair, however, so 
I'll give you some of my moans 
now. The game's extremely unfair 
when it comes to collisions, with 
you spinning all over the track and 
sustaining about 20% damage while 
the computer cars just carry on 
(they never need the pitstop either). 
The upshot of this is that unless you 
start a race at the front of the grid 
you spend the first ten seconds of 
the race being battered all over the 
place and needing a pitstop before 
you've even crossed the start line. 
Another moan is the way that the 
cars sweep left and right across the 
track as you try to overtake them 
on bends - apart from being pretty 
unrealistic, it's a severe pain in the 
butt. Having said all this, you do get 
used to it so ft shouldn't be a prob- 
lem for too long - just annoying! 
Despite these gripes, F17 Challenge 
Is a polished game that's more than 
worthy for consideration as your 
next buy, especially at this price . 
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No differences 
to be found 
here I'm afraid, 
sir. Move along 
now, there's 
nothing to see 
here. Come on. get 
out of Itl 
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Dept THO10, 10 Tinkler Side, Basildon, Essex SSI 4 HE Tel: 0268 27 11 72 Fax: 0268 271 173 
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1869 20.99 

3D Construchon Kri 2 32 99 

A320 Airbus (USA] 22.99 

A320Afgjoo*Troiiwr- 22 99 

a?m??2 .. .....*""!!""!l-!--!-!!-------"?9 99 

A. r Bucks 1 2(A1200) 22 99 

AJ«n3 _IZ 19 99 

Alfred Chicken 17 99 

Ahen Breed 2' 19 99 

fluntui GladKMn 1 6 .99 

Amos 3D 24 99 

AmOTCompitar v 19 99 

Ancient Artof rVor in the Skies 22 99 

An ■ motion C la s nc i 27 99 

ApocoiypM , 17.99 

Arabian Nights 17 99 

Arabian Knights (A 1 200) 1 9 99 

Arch*f i\todSani Pool 16 99 

Arsenal FC* 16 99 

A i vii. -i Rami* 9 99 

A - Train _.___.„ „.„_„. 23. 99 

A Train Construction Sol 12 99 

AIAC 22.99 

B17Ftyiog FoiWh(1 Meg) 22 99 

Bottfcfoodl T. 1999 

Batman Returns 16 99 

B. C. Kid .„ 16 99 

Beaitlord '..17.99 

Beavers 17.9? 

PWxtt 19 99 

MoMDMfew 26 99 

BSor.-v .. 17 99 

8.^ Brofllefl ti W 

Blob t 1799 

Bobs Bod Day 17 99 

Boc> Blows 18.99 

Boon The llM "99 

Brutal Sport) Football 25 99 

bur run Rubber 16.99 

Coeser Deluxe 19 99 

Compoign 22 99 

CompaSty 22 99 

Compoon Mission Disks 1 1 99 

Cop*w5' 20 99 

CastieslAI200| 24 99 

Cordkuo...., 899 

Chamrxosh-p Manoger 93 16 99 

Chompioniht Motxwt* 94 Season D.sk 7 99 

Chooslngine .3.. 1699 

Choos Engine |A1200) 17 99 

Chock Rock 2 16.99 

Civilisation (I Mod) 22 99 

OvilisatWr. (AlfJD) 25 99 

Clow." „ .. 1799 

Cohprt2 1999 

Combo. Air Patrol 19.99* 

cW*.-- Cb-.v. 9.99 

Canon The Cimmerion ■ 19 99 

Cover GirT 17.99 

OeayCorsS 1699 

nSlMI _ 1999 

Crusaders of the Dork Savant 27 99 

GJbnaaf 22 99 

DDoyTTT. 22 99 

Ocekrisare" 20.99 

Dork Seed ., 20.99 

DartSun: Sheltered land* • M.jj 

DelweMusie Cowlruction Set 2 0 59.99 

Deluxe Point 4 AGA. 64 99 

Donrui 17 99 

hb EZI . M 

D-eodnoughl _ 22.99 

Dune - See The Grumei! 

Dune 2 20.99 

OyiobW 19 99 

Easy Amos 2999 

EUo2(1M.o) 24.99 

Entity JZ.., V 19 99 

l^rc 2ss£v lSB 

Eye Of The Beholder 2 (Hneg) 21 .99 

Eye of the Storm * 19.99 

Eiodus 3010* 19 99 

Fl „ „ 1799 

F15StnUfonM2 1399 

M 6 Cc*t*ot Rio* 8.99 

WChaCne. 10 99 

hvSaKMif ii 99 

F 1 1 7A N.gr*no-A Steohhnahter 22 99 

Foil Food Dizzy 6 99 

fotMon _ 1799 

Firol Fight 8 99 

Fire Force 16 99 

Fire and In 16 99 

First Somorai * MegoloMonio J9 99 

nSt Sit b*uaW. P JaB 

flight Simolotor2 24.99 

FliarrI Sim 2 Western European lour 1 3.99 

Formula 1 Champions' 17.99 

Formula One Grand Prix 22.99 

Golodic IA12001 19 99 

G2 !_!__! 1/99 

Globiduk-.. 19.99 

Global Gtod^tc-i 20.99 

Goal .. uv .., 20.99 

Graham Gooch World Oa.. Crickel _...19.99 

C-ohon-Tavkv 16.99 

Grand rWCirtw* ..8.99 

C-ujome * , 16.99 

Gunship 2000 |1 Meg) 



Mantel Jura 

Harpoon 

Harpoon tatHeset 3. 

Harpoon Battlese' 4.... 

Harpoon Scenario Editor 




Hero Quad, 
Hid St 



J Street HUM 

Hired gum _ 

History Line 1914-18 

IK. ' 

Ion Borhorn Crickel 

Irtdy tono - Atlantis Adv |1 Meg) 

Innocent 

International Open Golf Championship 
Inrertnte 2.0.... 

InW^:::::::::::::::::::::::::::::::::::::::: 
Ktra::;::::::::::::::::::: 
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luroHh 
Jurowk 
K240... 

KG*.... 

Keys o* Morarnon 

KingiOuMl6 

Kit Viwiou*.... 
Krighhrfjh. 
egocyoF. 

lionHeoY... 

Living FSnbol 

loom 

MoerjSJrjfw^ 

Maehlrom 

Mogicxm't CaHle _ 

MancheHer United Europe ^ ...... 

Mane he iter United Premier league Championi 

Mavi) Beocon2 

Mean Af«nav. 

Meisengeri of Doom 

Micro MachinM* 

Mid-inler 2 

Mig 29 Fulcrum 

Moortbaw 

Mor»orif»oly. 

MorohT' 

Mc-ph|AI200| 

Mr Mob! , 

M>* ,. 

Noroo Pol ice 

fflsEE= 

Nig3 Mamei Wrorld dionip"!!!!! !!!!!!!!!!!! !!!!!!! 

F^^Monvsl World Champ (A 1 200) 

N6S«ond hi»7""""™"™"™™™™!!™r 

Or* Slep Bgyond 

Operation Tlvjnd«rbol 

Operation Sitallh 

SSS Kl20C)-.— ., , 

iG^oi"";::;:::;:;:;::::::::::;:!;;:::"::::::::: 

J General Data Disk 

PGA GdJ Co^^Z^'"'Z^"'ZZ'ZZZ 

PGA Tour Gofc. 

Pinball FanioMK 

Pinboll Dreorm 

Pinboll Mogk 

Populoui 2* 

Populoui and Promiwd Lands 

Powermonger 

Pcrv^nrKsnger Doto Disk 1 

Pmr-sroocy 

Premier Manager 

Premier Manager 2" 

Prime Mover 

Prince Ol Persia 

Project X _ 

Prophecy 

Pro Tennis lour 2 

Qwok 

Raojnorok" 

Rainbow Islands 

-m 2 Baseball... 

Reach Cb Skies 

Realms |1 Meg) 

Rtck Dangerous. « 

Rood Rash 




5*) Air R«aW 

Second Samurai 

Secret of Monkey Island II Meg) . 
Secret of Monkey Island 2 _ 24.99 

f I.' 



99 

13.99 

18.99 

8.99 

22.99 

22.99 

.699 

10.99 

24.99 

22.99 

17.99 

2999 

29 

I 

19.99 

7.99 

16.99 

19.99 

19.99 

See the Greatest 

16.99 

17.99 

18.99 

17.99 

20.99 

16.99 

26.99 

17.99 

...10.99 
...17.99 
.24.99 
...17.99 
1999 
1899 
19.99 
.12.99 
1299 
17.99 
22 99 
19.99 
8 99 
19.99 
. .19.99 
. .17.99 
.19.99 
12.99 
1399 
10.99 
34.99 
1899 
17.99 
1999 
.1799 

B.99 

599 

6.99 

22 99 
.1799 
.19.99 
I 9 99 

"'. 17*99 
.13.99 

699 

...11.99 
...16.99 
.17.99 

699 

22 99 
.1499 
.19.99 

9.99 

.19.99 
19.99 
.16.99 

6.99 

.22.99 
...17.99 
.19.99 
9.99 
1699 
.1799 
.17.99 
.19.99 

6.99 

10 99 
.19.99 
.16.99 
.1999 

6.99 

9.99 

.22.99 

699 

699 
22 99 
1999 

8.99 

.19.99 
8 99 
1699 
. .19.99 

9.99 

.16.99 
.17.99 
...17.99 
19.99 
.19.99 
...20.99 
.22.99 
1999 
.10.99 
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.16.99 
19 99 
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cir, oeiux. 

S*m City-Popufeus 

S-m Earth - 

S-nUht(AI200) 

&mon The Sorcerer 

Simon The Sorceror (A1 200). 

Smash TV 

Soccer Stars Compiliofion 




Supc* Bonbo'tiin ' 

SuperCors 2 

Super Cauldron 

Super Fighters „„. 

Super Frog 

Super Hero' 

Super loautie Manager 

Super Tetris ™ 

Switchblode 2 

Sword of Sodan 

Syndicate PdfcjM* Z, 

Team Yankee 2(1 Meg] 

Term-nator 2 

Tjseolre Of Deo* 

The Greatest 

Th* PotrXtOfi 

TW Finest Hour fl Meg) 

Toni^lanclry Strategy Football . 

Tracon 2Z"ZZZZZZ"Z 
Trrjnsorctica 

» lAIM01 

U( Chatl»ig P 

Ti^bo Challenge 3 

Turbo Outrun 

T-JLght 2COJ* 

096^... 

Urwversal Monsters' 

wX 2 * 

WarineSeGs*:.:..: 

WWF 2 _ 

WWF „ 

WlngCornmonderll Meg). 

Wined Gww 

Wi* n l« 

Wizkid .. v 

Xmas lemmings . 

Zool2' 



17.99 

899 

19.99 

5 99 

22 99 

19 99 

22 99 

22.99 

22 99 

29.99 

I I v. ]i 

12.99 

6.99 

1699 

17.99 

..22.99 
..19.99 
2299 
.16.99 
19.99 
.....6.99 
.16.99 
8.99 



17.99 

17.99 

1999 

22 99 

16.99 

8.99 

6.99 

22.99 

13.99 

1999 

. See Dream bom 

1999 

21.99 

24.99 

19.99 

8.99 

27.99 

22 99 

37 99 

17.99 

1699 

1699 

899 

1699 

6 99 



1.99 
17 99 
1999 

RS 

1799 
...8.99 
.14.99 
22 99 
1999 

16 99 
.17.99 

17 99 
12 99 

.17.99 
1699 
17 99 





AWARD WINNERS 
Populous. Ksck Off 2, 
Spent Ace. Pipcmania 
£19.99 


SPACE LEGENDS 
Wing Commander, 
line. Mega iraseller 1 
£19.99 


SlDKI S MAS 1 H k 
FuiDpraa CtunpionMp 
1991 PGA Toer Got 
Adiaeaer Irra. Int) 500 
£ 19.99 


BOARD GENUS 
ClueuU. Scrabble. 
Deluxe Monopoly. RtsL 
£19.99 


COMBAT CLASSICS 
FISSinkc Eagle 2. 
Tram Yankee. 688 
Attack vj ■ ■ 
£19.99 


: IMH : HANDLE 

(ioloem A<e. Super Oil 
Road Racer. Total 
Recall. Shadov. 
Warriors 
(19.99 


DREAM TEAM 

WWF « , . -. „ , „ .., 
Simpsons. Tnminaior 2 
£17.99 


DOZY COLLECTION 1 
hi'l food, Ks« ix Sn>\. 1 
Famat) World Dizzy. 1 
Treasure Is Dizzy. 


STRATEGY MASTERS 

Baitonasier. FVqukjus. 
Hasiier. Spini of E*c»libur. 
Chws Player 2IM 

in.« 




BUM 


UMAMU WORLDS 
Mega Lo Mama. 
Pirates. Populous. 
Realm*. Womleiland 
£22.99 


mm t [.KM 

Vtortd Champ Soccer, 
KKk Off 2, Micmprose 
Soccer 
£16.99 


FOOTBALL CRAZY 
Ksck Off 2 1/2 Met. 
Player Manner* K02 
Final 
£9.99 


hk; box 2 


THE GREATEST 

Jimmy While's Snooker. 
Lure of The Temptress, 
Dune 
£21.99 


ANIMATION CLASSICS 
Space Axr. Dragon U jjt2. 
Wrath of TV Demon 
£27.99 




Chuck Rock. 
Diuy Pank- 



KkkOtTZ 1 Meg 

Kkk Off 2 Final Whistle 



Kick Off 2 (Giants Of Europe.. 
Kick Off 2 Return To Europe. 
Kick Off 2 Winning Taclic...... 

Mis I "[II IN' < i"l( ,||. II 

Paperboy 2 . 



.10.99 
...6.96 
...9.99 
...7.99 
...7.99 
...7.99 
...5.99 



Seymour Goes To Hollywood . 

Thunderotrike 

Turbo Challenge 2 

Wins Co 
Zool. 



.14.99 

...9.99 
...6.99 



.5.99 



.9.99 



.14.99 



.H.99 



EDUCATIONAL 



ADI English (All AgeN). 
AD1 French (All Age*). 
AD1 Mains (All Ages). 
Better Spelling (8-10) . 
Belter Malhs (12-16) .. 

Cave Maze (8-12) 

Fun School 2 (6-8) 

Fun School 2 (.8) 



Fun School 2 (116) 

Fun School 4 (5-7) — 

Fun School 4 (7-11) 

Fun School 4 (U5) 

Fun School Paint . Create loser 5+>. 

Fun Sen.** SpeUtng Fair (7- 13) 

Frwt*mGc*lta(8.L,t) 

Junh>r Ml (5-lfll 

Magic Mains (4-5) 

Main* Mania (8121 

Mains Dragon* (6-13) 

Merlin Math* (7-11). 
Mickey'* I23'8 (2-5>_ 
MickeySABC'alT-S) 
MickeyS Jigsaw 



.17.99 
.17.99 
.17.99 
.13.99 
.13.99 
...9.99 
...6.99 
...6.99 
...6.99 



.16.99 
.16.99 
.16.99 
.17.99 
J 7.99 
—9.99 



.10.99 
.13.99 
.13.99 



.9.99 



(5*). 

Mickey', Colours & Shape (2-5).. 



.17.99 
.-16.99 
...16.99 
.-16.99 
-16.99 

Mickey's Memory Challenge (5*) 16.99 

Noddy's Big Adventure 16.99 

Noddy's Play Time (3-) ___.-16.99 

Picture FraakHtt 17-10) 9.99 

Play school (3-8) 9.99 

Playroom (3-8) 17.99 

.9.99 
.9.99 



Reasoning With Trulh < 5-12).. 
Tidy The House (6-10) 

JUMP* ADVi 

I he Wind In IheWllkms 

I he Three Bears (5-10) 



13.99 

13.99 



JOYSTICK A ACCISSORIES 



Quickjoy Ibpjrar 


17.99 


Quickjoy Turbo 


10.99 


Quick joy JehSghmr 


11.99 


Crsoetoh 12$+ 


7.99 


Competition Pro Extra 


14.99 


Competition Pro 5000 


13.99 


Tech nop! us Scorpion Junior 


11.99 


Technopius Scorpion Plus 


9.99 


l/2M»gUpgrod«i 


24.99 


1/2 Meg Lkkjrade* Clock 


26.99 


40 Capacity 3.5' Disk Box 


4.99 


80 Capacity 3.5' Disk Box 


6.99 



TDK riKISIOH UNIIAH- IKYCUD 



VIRBATIM 




DID 




10 


7.99 


6.49 


5.99 


4.50 


20 


14.50 


11.99 


10.99 


8.50 


30 


21.99 


17.49 


15.99 


12.00 


40 


28.49 


24.99 


20.49 


15.00 


50 


35.00 


24.00 


23.99 


17.50 


100 


65.00 


49.99 


44.99 


35.00 






I loved Jurassic Park. I really did. To 
date, off the back of the movie's 
marketing machine t've managed 
to wrangle a free ticket to a preview 
of it at the Empire. Leicester Square 



already know about the plot so I'll 
not bore you by going over it again. 
Suffice to say you play the film's 
nominal hero Dr Alan Grant and start 
the game just after the dinosaurs 




(a good week before you mere ordi- have broken break free, marooned 
nary humans. 1 might add - brag, next to your wrecked jeep in the 
gloat), a free slap-up binge at Planet park's Tyrannosaurus paddock. 
Hollywood and a free T-shirt or two. Your task is to find Hammond's 
not to mention numerous badges, grandchildren. Lex and Tim, and 
cards, posters and other various bits guide them safely through the park's 
of tat. Lucky me. eh? various dinosaur paddocks to the vis- 

You've got to hand it to Jurassic itor centre. From there you must 



e 



Park's marketing people - they've did 
an incredible good job, so much so 
that now just about anything vague- 
ly dinosaur-shaped sells faster than 
something that sells very fast indeed, 
making Jurassic Park's awareness 
campaign one of the most prolific 
and successful in the history of cine- 
ma and retail. 

I hadn't really realised exactly how 
far reaching the 'dlno effect' had 
spread until I recently went away for 
a long weekend to a small village in 
the south of England. Ah. I thought 
to myself, how good to get away 
from work and all those bloody 
dinosaur things Dave likes to collect 
around his monitor. Seconds later I 
came across some little rural tea shop 
fiendishly tempting kiddies to hassle 
their parents into a visit by offering 
free dinosaur-shaped cakes with each 
cuppa. The cunning pigs) 

Even if you haven't seen the film 
(very likely, I'm sure) you can't have 
avoided the endless stream of JP 
books, hats, mugs, chocolates and 
even Jurassic Park hedge trimmers. 
(Are you sure about that last one? - 
Ed.) Well, maybe not. but I think 
you get the picture. 

I doubt there's anyone left 
on the planet who doesn't 



restore the park's systems and cal 



for a rescue helecopter. This involves 
lots of arcade adventuring around 
top-viewed scrolly landscapes and 
some spooky one-on-one fights 
against vicious Raptors in Legends of 
Valour-style tunnels and passages. 

I'm sure you're simply dying to 
know what the game's like, so let me 
just put on my false white beard, 
purchase a dodgy walking stick with 
a lump of plastic on top and adopt 
an unconvincing Scottish accent. 
Och-aye. hoots, that's better, ahem. 
"Welcome to Jurassic Park." 





When you're not dealing with a spe- 
cific dinosaur, you are constantly 
pestered by Compsognathus and 
dlno dragonflies. The Compys will 
weigh you down by their sheer num- 
bers, while the flies will swoop 
around your head, occasionally fly- 
ing fn and stinging you. The cattle 
prod is generally the best thing to 
deal with both as It can be swung 
around in an arc. dealing out death 
to the smaller animals. 

Left) As well as being plagued by 
Compys and dragonflies through- 
out the Triceratops paddock, every 
now and then you will come across 
a herd of baby Tries that will charge 
at you. You need to avoid or shoot 
these to avoid injury while 

constantly collect- 
ing fruit 
across the 
level. 
When 
you've 
got 

enough 
you 
can 
attempt 
to pass 
the adult 
(bottom 
left) by 
dropping 
fruit to slow 
her down. A seemingly 
blocked passage can bo 
passed by luring the 
other adult to charge 
you and moving out of 
the way at the last 
minute, causing her to 
crash into the wall, and 
so breaking it down. 
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WALK THE DINOSAUR! 



Walking through the Gallimimus paddock you feci the ground 
shaking. The kids duly wet themselves and run away, leaving 
you to negotiate a huge stampede of Gallimimus (above left). 
You need to avoid or shoot these docile but deadly herbivores 
or else you could find yourself smeared into a sticky puddle all 
over the floor. Just when you think you've the danger has 
passed, the adult Tyrannosaurus Re« appears from nowhere 
and chases you down a narrow valley (above middle). It all 
gets a bit tense at this point, as you might expect, and you 
need to make good use of your limited number of flairs to dis- 
tract her long enough to get away, collect the kids and head 
off in search of the visitor centre. I'm sure I don't need to tell 
you what happens should you get caught, so I've shown you 
instead (above right). 



(Left) Electronic motion 
detectors are located 
throughout the park, and 
when they're working they 
can detect and identify the 
different types of dinosaur 
roaming free. Connected to 
the motion sensors are com- 
puter terminals that can be 
used to call up maps and 
information as well as con- 
trol park functions, like 
opening gates and doors. 
While using a terminal you 
may receive an urgent mes- 
sage from the control room. 
These messages affectively 
list your tasks for that sec- 
tion ahd give info on where 
to find the missing kids. 
Again! 



(Betow) As In the book, but not in 
the film, the Pterodactyl dome 
must be crossed to find a keycard 
that has been taken to one of the 

reptilian birds' nests. There are 
several plot deviations like this in 
the game, but they're all to the 
good so who cares? The Pterries 
come in three flavours: small - 
quick and thick; medium - slower 
but more cunning; and large • 
slow but able to drop rocks on 
you from above. The flight of the 
dinos has been cleverly done so 
that they are aware of how tight- 
ly they can swoop - therefore you 
can hide by the edge of cliffs, 
safe in the knowledge that they 
won't come for you. There are 
still the Compys to deal with 
though! 





(Left) The Stegosaurus paddock is an unusual 
one because the threat here doesn't come 
from the animal itself. What does cause a 
problem, though, is that the dino thrashes Its 
huge tail against the cliffs, causing rockfalls 
that must be dodged past with the kids In 
tew if you want to tafaa something back to 
Hammond that looks vaguely grandchildren- 
shaped. As with all the 2D sections- your 
health is shown by the fluid in the top-right, 
while your current weapon's ammo is 
shown bottom-right. 
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PRETTY PICTURES AND WHAT THEY DO 

While travelling through the park, you can collect a number of different items that will be helpful along the way. 
Here are some of the bits and bobs explained. 



:"TSW!!mr|f KEYCARD 
Some of the 
gates in 

' ^ is Jurassic park 

can't be 
opened by powering up the sys 
terns alone so you'll need this - it'l 
get you just that bit further than 
your ordinary key. 



MACHINE 



Kids and guns; 
they love 'em. 
There's a limited amount of ammo 
and once this has run out. you'll 
get the cattle prod back. You can 
select between them at any point. 
If you prefer. 



ANTI- 
^ VENOM 

Fairly essential 
if you want to get past the poison- 
spitting Dilophosaurus. Take two 
before bed and seven before break' 
fast. 



(Below) In the 3D sections the 
action changes to a '<< : person 
view with a small map displayed i« 
the top-left showing general struc 
tures. objects and. of course, nasty 
Raptors. There are different types 
of Raptors that will either ignore 
you until disturbed or attack you 
as soon as they see you (accompa- 
nied by swelling musk). As with 
the 20 sections, your energy and 
ammo supply is shown on screen 
and can be replenished by collect- 
ing first-aid kits and ammo clips 
respectively. 



_ mm FLARES 

Not hippy 
trousers but in 
fact extremely 
useful for con- 
fusing motion-sensing 
Tyrannosaurus Rex. Don't waste a 
single flare or you'll end up 
chomped. 



LEX 

Once you've 

(got the kids 
you won't be 
allowed to 
leave them in certain places as you 
won't be able to get back to them. 
If you stray to far they'll appear 
looking scared. 



CATTLE 



The default 
weapon 

throughout the isometric sections 
of the game has no limit to its use. 
It does take a seconds to charge 
back up to full power (shown bot- 
tom right) but is very good for 
sweeping away the pestering 
Compsognathus that plague each 
level. 



TOOLS 

Found in cer- 
tain mainte- 





bunkers, these can be invaluable 
for getting into hidden areas such 
as the sewer system. 



Fresh fruit! 
More than 
essential if you 
want to stand 
a chance up against the 
Triceratops. Much like Mr 
Upchurch. the Triceratops can be 
delayed by dropping food in front 
of him. 



fe A* 



(Above) There are only a few ways 
to be instantly killed in the game, 
with most things just weakening 
your reserves of energy. The 
Tyrannosaurus Rex can 
bite you in half and 
the larger 
Triceratops can 
trample you to 
death, but other 
than that the 
only way to die 
is to fall too far 
in the 2D sec- 
tion. You can 
push rocks 
around the 
landscape and butt 
them up against walls 
to gain access to higher 
ground levels. However, be very 
careful in some levels not to 
drop rocks that you need to 
escape the paddock. 




(Left) Trying to get through the main gates 
of the park you are cornered by the spitting 
Dilophosaurus with no way out. A message 
from the visitor centre lets you know that 
Nedry has locked the gates and was last 
seen driving Into the spitter paddock with 
the keycard. I'm afraid you're going to have 
to go back through the paddock and find 
Nedry's jeep rf you want to get out. The 
dilophosaurus paddock (shown below) is a 
tight maze-like affair and you'll need to 
avoid the river and the long drops, not to 
mention the spitting gits, if you want to 
find the jeep (inset below left) and Nedry's 
keycard. 







REVIEW 



One of the early levels involves finding the kids lost within the baby 
Tyrannosaurus paddock. They have been split up and Lex has actually fall- 
en into the underground sewage section so you have to enter the sewer 
through an access pipe and lead her back into the open. The only problem 
is that Lex refuses to enter the gloop (silly girl) and you need to lure her 
onto a raft and push her out. This would be lovely and easy if it wasn't for 
the dtno crocs and other subterranean nasties out to get you. 



POWER UP! 



IImuh... Th« ■"»! n rohm' rli 
breakers Must n»v» ttn-u 
AIjm, <.uulil uou r*»*lor«t 

ftt I ttr* 1 1 ril it f .il nPdi* t* "ill***! 



The 3D sections account 
for about 60% of the 
game. Some levels give 
you a specific task to per- 
form while others are 
purely a matter of 
getting from one end of 
the maze to the other 
alive. All the while you 
should be on the look out 
for the Raptors. Here in 
the main lobby Hammond 
and ElMe will guide you 
by walkie talkie to the 
main power unit. 




The caves are dark, yjou Mill need 
the night vision gnggles which 
bhoulifbe ioneMhei e in the 
Mai ntai nence 

w v ■ — ^ — » — ■ — — ■— 
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Developer: In-house 



£25.99 Out Now 
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In the past Ocean's 
licences have had a bit of a 
rough ride from the critics, 
mainly because a lot of them 
were crap to say the least. However, 
their reputation improved greatly 
with the cracking Addams Family 
and is now further enhanced by 
what they've done with Jurassic 
Park. Yes, I'm pleased to report that 
JP is a bit of a corker. Graphically 

1Mb 

it's a real treat; the Chaos Engine-y 

top-viewed sections move very 'WOTWWH 
smoothly even when there's a vast 
number of dinosaurs milling about A QQC 

and the 3D sections are detailed and 00/ 
move smoothly. The sound is also ^ ^^^^ 
good; the scary roars {bung up the 

volume and you'll poo yourself flflC 
when you're being chased by the T- \m&^ HH d 
Rex!), chirps, stampedes, etc, all add VV 1 

to the primeval atmosphere and the ^^TTTHffiT 

music works particularly well, espe- ■ — ■ ■■ ■ ■ 

dally in the 3D section where it a^ QQ^ 

flares up if you're attacked by 0 J I 

Raptors, upping the tension no end. 
The game follows the film's plot If Hi if If Til 
reasonably closely although some flPfl 
liberties have been taken here and 00/ 
there - it hardly matters, though, as JMmBh 
it's all to positive effect game-wise. D IT E R A L ] 
I must say I'm surprised that the iso- mWM 
metric and 3D sections weren't I ^JJ 

mixed together more frequently - as W% I M 
it stands the 3D section tend to pop mm 
up more towards the end of the 
game although you do get a nice 3D 
taster early on, and thanks to the password system you 
should be able to drop in anywhere you fancy once 
you've been playing it for a decent amount of time. The 
game's not perfect - in the 3D bits you can often spend 
long minutes wandering about with nothing to fight, 
and aiming at the smaller creatures in the top-viewed 
stages can be tricky - but even so, at the end of the 
day, if you like dinos, the movie or simply a good 
game, you'll love this. 



The A5 00/600 version will have reduced colours on-screen and will 
definitely lose the music on the 3D sections. It will be released 
about two weeks after the A1200 version, and the programmers 
are hoping that, other than those areas mentioned, it will basical- 
be the same. Fingers crossed. 
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Done it( I've managed to get the main power back on, but my passage 
back is blocked and I'll have to go through the caves. Only problem is 
that it's too dark to see where I'm going, so I'll need to search for the 
night vision goggles that are hidden somewhere else in the complex. 



MORPH 




Millennium 

Back in jolly June. Grandmaster 
Upchurch (for that is his name) 
introduced us all to a new character 
by the dubious name of Morris 
Rolph - or Morph to his mates. Mor- 
ris had gone to see his mad profes- 
sor chum who had Invented a tele- 
portation device and was just about 
to test it when a bolt of lightning 
struck the machine, blowing it to 
pieces. Once the dust settled, there 
stood a swirling mass of atoms - 
previously Morris - who was now 
truly a Morph, able to metamor- 
phose into one of four states of den- 
sity. 

This led us into a lovely little plat- 
form romp that involved careful use 



of Morph's abilities to pass through 
four specific areas, collecting a piece 



mm 

mm 
ttimtf 
mm 

mm 
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Souped-up games with souped-up graphics and 
souped-up sound are always welcome on these 
souped-up pages. You sir, step up and let us see 
your A1200-related wares! Matt Brought* 
raises one eyebrow ever so slightly and tui 
his attention to the matter in hand. 



of the blasted machine in each, until 
the machine could be reassembled 
and used to return Morph to his 
human form. 

You have an infinite number of 
attempts to complete each level but 
are limited by the number of 
changes allowed per level - which 
can be increased by collecting the 
correct icon - and by the overall time 
limit. You need to master the 
strengths and weaknesses of each of 
Morph's states to cross each level as 
specific obstructions cause problems 
to the different masses, e.g. extrac- 
tor fans affect the gas and rubber 
states, while water drowns the solid 
boulder and drains dispose of the 
water drop. Some obstacles, 
though, can be used to alter your 
state without wasting a change icon 




i.e. pass water through a heater , 
it will become a gas cloud, etc. 

"I like Morph, I really do." said 
Upchurch, and I have to agree w 
him. Morph has a lot of character 
and is actually one of the more or 
inal puzzlers to have appeared 
quite a while, with a fair amount 
action going on at all times - i 
something always present in pui 
games. 

The main criticism targeted at 
game when it was original** 
released was that it was far toe 
easy, with most levels being solvable 
after a few rounds of trial and erro* 
and Millennium has responded tc 
this by adding an extra three levels 
to each of the four zones. This adds 
to the longevity of the game ano 
also adds to the 'dauntingness' o 4 
the overall challenge • there are no 
passwords or cheats here so yo. 
have to play through the whole lo* 
to get there. 

On top of that, the graphics have 
been completely redone, with much 
more detail and overall 'feel' addec 
to the game along with improved 
backgrounds and between-leve 
pics. The sound has also been 
enhanced and tweaked in all the 
right places - 1 particularly liked the 
little birdies tweating in the garden 
zone. This is definitely one of thf 
better puzzle games out and about 
today. 

OVERALL: 84% 



UPDATES... UPDATES... UPDATES. ..UPDATES... 
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ISHAR 2 

Silmarils 

Let's make an RPG, shall we? First construct a control system near-identi- 
cal to that employed by Dungeon Master and Eye of the Beholder. Now add 
the old first-person 3D view on the action where you move around in 
'jumps'. Then populate the game world with stock fantasy RPG characters 
and monsters - ores, dwarves, elves and the like. On top of all that layer the 
usual Identikit plot about a small band of brave adventurers going on a 
quest to defeat some mighty evil and - bingo! - there we have It. 

Okay, so maybe I'm getting a little cynical In my old age but I have to 
admit to getting a little tired of all these by-the-numbers fantasy role-play- 
ers. Admittedly, it's a little unfair of me to air these groans here because 
Ishar 2 tries and often succeeds in being a little different to the norm. In 
fact, although conforming a little too closely to the above-mentioned RPG 
recipe at times, it's damn good stuff. 

For a start, the plot is more complex than what we're used to, with 
progress dependent on far more than just a bit of monster bashing and 
logic puzzle solving. The graphics are also well above par, especially in 
this lush 256-colour A1200 version. Yum! There are loads of nice touch- 
es, like the way all your party's members have their own personalities 



and will sometimes disagree with your decisions as party leader, which 
distinguish Ishar 2 from the rest of the pack. 

So, should you buy Ishar 2 A1200 if you already own the standard ver- 
sion? Well... no. The pretty looks aside, there are no real differences between 
the game's A1200 and A500/600 incarnations. However, if you're an Ishar 
2 novice and you own an A1 200 why not treat yourself? You'll be glad that 
you did. 

OVERALL: 86% 




SEGA MEGADRIVES 



NINTENDO SUPER NES 





MEGADRIVE 2 DEALS 

MEGADRIVE 2 WITH SONIC 2 

& TWO SEGA JOVPAOS - GENUINE UK 
VERSION. SAVE £17.... 112.99 



IVE 2 AS ABOVE COMPLETE WITH 
SONY 14" FST KVM1400 COLOUR TV/MONITOR 

AND SCART LEAD, save cm on rrp 295.99 

MEGA CD 2 WITH ROAD AVENGER 

GENUINE UK VERSION. (REQUIRES MEGADRIVE 1 OR 2) 

SAVE £20 „.,..229.99 

MEGADRIVE 2 AS ABOVE PLUS MEGA CD 2 AS 

ABOVE GENUINE UK VERSIONS. SAVE T4S .... 335.99 

MEGADRIVE 2 AS ABOVE PLUS MEGA CD 2 AS 
ABOVE (GENUINE UK VERSIONS) COMPLETE WITH 
SONY 14" FST KVM1400 COLOUR TV/MONITOR 
AND SCART LEAD. SAVE £70 on rrp 518.99 
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GAME GEAR 

GAME GEAR WITH COLUMNS GAME 

(NO MAINS ADAPTOR) 

GENUINE UK VERSION. SAVE C10 ... 



GAME GEAR WITH FOUR GAMES 

(NO MAINS ADAPTOR) VOLLEY AND SMASH. KICK 
AND BLOCK. DRIVING AND COLUMNS GAMES. 
GENUINE UK VERSION. SAVE £10 69.99 
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OTTIPAMT ... . 

PGA TOUR GOLF ... 

POWERS'RI-E 

PRINCE OP PERSIA 
RSN AND BUMPY 
ROAD RUNNER 
(WILE E C0YOTEI 
POBOCOO 

ROiOCOPVS 

TtRMINATOR 
5ENHA SUPER 

MONACO 

BHINOBIJ 

SOLiTAIR POKER 



»4> SONIC J MM 

31 M SONIC ChAOB I4.M 

JS4S BORIC IMS 

f "I HEDOEHOO MM 

2i 41 SPIOCRMAN 11. *« 

K> *» STAR WARS 14 rt 

1J4B BTREITB OF RAGE M 4B 

M 4B STREETS OF RAGI 1 M M 

M4S BTRIDSfl t ,_.__~.. »M 

•:>■• SUPER KICK OFF JMM 

n *l SUPER MONACO GP If. 4. 

J4 4B SUPER OFF 

HAS ROAO RACER. 

»ll SUPER SPACE 

1141 INVADERS 

M«S TA2SUJBA .. . 

TENOCN WORLD CUP 

M 41 BOCCH „.,....... J E ,4» 

HAS TERMINATOR U 4* 

TOM ANO JERRY MM 

.'• 4S ULTWUTE BOCCER U*> 

WIMBLEDON TENNIB tin 

li.n WINTER OLYMPKS .14 4* 

11 ■ WOLFCHU ?» '> 

>«.M IDOL 14 4« 



114* 



114* 
114* 



*v« or'y luKii) r*"ei*i uk pnMucts ORical lups'n a» loaonj □ta"iii 
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Owm* (Sm ,atSM1 NES QaawDov. NES Lyn>. Ako*. AUn ST PC CO ROM ail 
App* Mbc And *• Ml t-vwti ind euddlf loysl 
SptciAl H...f.» Club SSofl *l Tn« M»H-ig« Sawbrklgiwortli. Harla Op.n lo Tpm 
WMAdayi aim) la 5pm Saturday* 




SUPER NES DEALS 

SUPER NES WITH STARWING 

& ONE NINTENDO JOYPAD ■ GENUINE UK 
VERSION. SAVE £17 .112.99 

SUPER NES WITH MARIO ALL STARS a one Nintendo 

JOYPAD- GENUINE UK VERSION. SAVE El 7 112.99 

SUPER NES WITH AS ABOVE WITH STARWING OR 
MARIO ALL STARS (genuine uk versions) COMPLETE 
WITH SONY 14" FST KVM1400 COLOUR TV/MONITOR 

AND SCART LEAD, save C43 on rrp 295.99 

SUPER NES WITH STREETFIGHTER TURBO & one 

NINTENDO JOYPAD • GENUINE UK VERSION. SAVE C17 . ...122,99 

SUPER NES WITH STREETFIGHTER TURBO AS 
ABOVE COMPLETE WITH SONY 14* FST KVM1400 
COLOUR TV/MONITOR AND SCART 1EAD. 

SAVE C43 ON RRP .....305. 99 



SUPER NES GAMES 

A0OAMSFAMK.V J' 4S 

ADOAMS FAMILY 1 ■ PUOSLEV'S 

SCAVENGER HUNT. M M 

ADVENTURES OF 0- FRANKEN MM 

AOU1I SUZUKI Fl RACMO —IT*! 

AUVN) MM 

AMAIIMO TENNIS |0 AVID CRANE) M BS 

ANOTHER WORLD , WAI 

Asnnni-__._._ -m.. . aa.ss 

A»ELAV „ 1T.4S 

I.OJ1 . — JB.BS 

BATMAN RETURNB «tM 

P» TIL I CLASH (SCOPE 0 GAME) MM 

fl ATTIETOAOS P> BATTLEM4NIACS H M 

BlUES BROTHERS -.ITJfl 

BUBSY BOBCAT 

C 'BENAIOH 

DISERT ITFUKI MSB 

HHAUSTHEAT MBS 

F-IEHO „ M.JB 

FIRST SAMURAI 41 ft 

GOO* TROOP , SI SB 

INCREDIBLE CRASH OUMMIES —ASSS 

JIMMY CONNORS PRO TEWHS TOUR . ITSS 
JOHN MADDEN VI .MM 

JURASSIC PARA MM 

KEVM KliOAN PIAYIR MANAGER MM 

KING ARTHUR'S WORLD STM 

■ RUStV S FUN HOUSE _...1TAB 

LAGOON . n, if, St 

L E M MINOS in *l AS 

LOST VWNM __-___„.___-_» MM 

MARIO ALL STARS SI AS 

MARIO PAINT WTTH MOUSE MM 

Mf C'lW A RRJOR .MM 

MEGA1 OMANIA ,.-_...„._.- -MM 

MICKEY S MAGICAL QUEST MM 

MORTAL KOMBAT MM 

MYSTIC QUEST .,- ,,„. UM 

NBA ALL STAR CHALLENGE AIM 

NFL GUARTERBACK CLUB UN 

NMLPA 'SI ICE -OCKE' ...MM 

sigel maiseu ISTOSLJaC«aSS«B)BJBf MM 

PEBBLE BEACH GOLF ______ MAI 

PGA TOUR GOLF.... MM 



PILOT WINDS ■ — ■— _ 11 M 

PLOR _ UM 

POPN'TWINBEE ASM 

PRMCE OF PERSIA n. ■■ AIM 

PUSH OVW _ _ 

REN AND STIMPY __ -._ 



ROAD RUNNER (LOON** TUNSS1. 
f— .. iii 

STARWING — _ 

STREETFIGHTER 1 
BTRSETFIGHTIR TURBO 
BTNBtEll . 



414* 



U4f 
MM 
404* 



SUPER ALE ST! 

ttUPERCASTLEYANIAA 

SUPER GHOULS AND GHOSTS 

SUPER GOAL . . 

SUPER JAMES PONO — _____ 

I KICK OFF 

SUPER KARIOIOWT 

SUPER MARIO WORLD ....... 

SUPER OFF ROAD RACER 

SUPER PAR ODIOUS _ 

SUPER PROBOTECTON ________ 

SUPER PUTTY 

SUPER R-YYPE 

SUPER SMASH TV 

sum SOCCER — — 

SUPER STAR WARS -.__ 

SUPER STRIKE EAGLE _ 

SUPEH SWIW 

SUPER TENNIS-..— __ __.... 

SUPIR WWF WRESTllMANIA ._ 

K "MPiA'OR 1 ■ THE ARCADE GAME 
TINY TOON ADVENTURES - 
BUSTER BUSTS LOOSE 

TROOOLIRS 

Ul I RAMAN 

UN SQUADRON .„ 

VEGAS STAKES _ 

WARPSFS90 .—._—__—____- 
WORLD LEAGUt BASKCBALL 

WWF ROYAL RUSSStl _ 

YOSHI 5 SAFARI (SCOPE 6 GAM) 
IE 1.0 A 1 UFt« TO THE PAST 
10SSBSM _ 



I'M 
I'M 
UM 
17 M 
KM 
»M 
»M 
1T« 
JTM 
41 M 

n*s 



17 4? 
UN 

MM 

41 4* 
MAS 

a M 

MAS 

.41 M 

40 49 

MM 
1S4S 

41 IB 

MM 

M.M 

MIS 
11M 
41 M 





SONY 14" FST COLOUR 
TELEVISION/MONITOR 


i MODEL KVM1400 B f-7 W' 1- B 
WITH REMOTE CONTROL ^^^^^^^^ 




FREE SCART LEAD istatesnesukadavemhuo'IT) 
! AVAILABLE IN WHITE AT NO EXTRA COST 


1 — — POH PASTtXI UHTIUN HLtAbt AUU LW 

SON* TVAIONITOR ENABLES MONITOR QUALITY PICTURE FROM AJrtQA, SUPER NES. 
ST OR MEGADRIVE VIA SCART CONNECTION ALSO SLUTS ALL CONSOLES VIA 
NORMAL ftf INPUT •NCIUOES REAR BCAPT^URO M CHAKNEL -TUNHO BLACK 
TRINITRON SCREEN. TWO POSITION TILT DESIGN FOR CHOICE Of ANGLE 
HCLUOES LOOP AERLAL SUPERB QUALITY 



GAMEBOY 



GAMEBOY + TETRIS 

WITH TETRIS GAME, TWO PLAYER LEAD 

STEREO HEADPHONES. BATTERIES 

FREE KONIX GB HOLSTER 


.....49.99 


GAMEBOY 






WITH NO EXTRAS 

race vriKiiv no um ctfo 









GAMEBOY GAMES 

ADOAMS FAABLY 1 ■ 
PUGSLE' S SCAVENGER 



HUNT. 

ALFRID CHICKEN 
ALLEYWAY 

ASTERU 

ASTEROIDS 
BALLOON KID 



MM 
ISM 
II 48 
1541 
11SS 
10 41) 



BART YS JUGGERNAUTS 
•4M 

BATMAN TH| ANNA TED 
SERIES W4* 
■ATTLS OF OLYMPUS ;J 4* 

BATTLETOADS .JIM 

H I L 1_ AND TID •> (■::8LLEN- 

AOVENTURE I TAB 

BOULDER DASH 31 M 

BURAI FIGHTER OCLUIE 
13.M 

CASTlEVANIA II M 

CASTLEVANIA I I4.SS 

ChFSSMASTER M 4* 

OR FRANKEN 1 JI BS 

DR. MARK) MM 

DUCK TALES -JIM 

DYNA BLASTER HAS 

EMPIRE STRIKES BACK II 4* 
Fll STRWI EAOLE .MM 
FlMTSTONSS 114* 

formula i race (with 
four player adaptor) 

ISM 

GARGOYLES QUEST .11. M 
GOLF ...___ _ IBM 



JACK NICKLAUS GOLF 11 4* 
IHU1 CONNORS PRO 

TENNIS 'OUR MM 

JURASSIC PAR" M4* 
• IDORACULA 114* 
KID ICARUS »4» 
KlRB* S DREAMLAND «I4» 
K RUST'S FUN HOUSE IBM 
■ UNO FU MASTER . . 11M 

L EN AMRl t ........ MM 

L0ONIY TUNES MM 

MARRir MAUHtl* MA* 
MARK) ANO YOSHI Kit 
■4E OA HANI MM 
MERCENARY FORCE 1 1 M 

METROID 1 UM 

MICKEY'S DANGEROUS 

CHASE i ....JIM 

MOTOR CROSS 

MANUCB I44S 

NNMLMAHSELL'S WORLD 

CHAMPrONSHB 1 J2M 

NINTENDO WORLD CUP M IS 
UIHELLQ I AM 

PINO ALL DREAMS 14 4* 

POPULOUS UM 

PRINCE OF PERSIA .AIM 
PRINCESS B10BETTE 111* 



.10.4* 
-IJ.M 
.14 M 
IS 4* 
J1.M 
JIM 
.IP 4* 
IS. 41 
JIBS 



PROBOTBCTOR 

OB. .mi—— 

■ TYPE „ 

RAOAR MtSSION 
RAGING FKjMTER 
ROAD RASH 
RODLAND 



II M 
I'M 
11.4D 

m >i 

MM 

114* 



SOLAR BTRKEN 

SPEEDS ALL 1 ,-, 

STAR TREK ___. 

STAR WARS 

SUPER JAMES "OND 
SUPIR MARIO LAND 
SUPER MARIO LAND J 
SUPER RC PRO-AM . . 
TEENAGE MUTANT HERO 
TURTLES RADICAL 
RESCUE MM 

TENNIS 1IM 

TERMINATOR I I*-BB 

TERMINATOR I - THI 

ARCADE GAME 11 41 

llrtr I DON »dvg 11 
TIN* TOON ADVB - 
MONTANA 5 MOVC 

MADNESS MM 

IIP O'f (BASKETBALL) 314* 
TC RANKING TENNIS ID M 
TRACK AND FIELD .. 

lURRKiAN 

TURTLES I 
WIZARDS AND 

WARRIORS 

WWF SUPERSTARS 
WWF SUPERSTARS I 
4INON I . 

yosmis cookie 

zelda ■ lp4k s 
awakening 
un • interqalact1c 

nbaja ...__. 



MM 
MM 
MM 

mi* 

MM 

MM 
UM 
IBM 

-JBM 




SpsucJ Utieu* -Mvn^U can itao* fdltUi.. can IfOH? 

READ NRG Regular Club Magaiine 
' ' CHOOSE from our Huge Selection 

BUY at Best Possible Prices 
| SAVE with our Special Deals 
S SAVE more with our XS Coupons 

WIN £60,000 worth of prixes FREE 
JOIN now from just £4.00 

Wo only supply members bul you can order as you join 

There's no obligation to buy and you can be any age 
Jusl send in (he lorm below or phone Sales on 0279 600204 

As a member ol Special Reservs you'll receive reguiai issues ol 
NRO magazine NRG <s Our 48 page ccaour dub magazine sent bi- 
monthly only to Special Reserve members NRG contains: 

1 . The best SS MFCtlon ol games. per«phe»als and narowans lor all 
popular formats Wo are official Sega. Nintendo and Sony stockists 
2 Reviews in colour and latest information on new products 
Chans and Release Schedule, to help you choose and plan 
The best prices Just one purchase will save you your Joining fee 
MunQYBds ol Special Offers Top games at pilces you worn oefievo 
XS Super Savers Money-oH coupons worth over CI 80 a year 
FREE-to-enter BIO TARGET COMPETITIONS With currently 
CO 000 worth in every issue ol NRG. enclusivB lo members. That's 
C60.0O0 worth of prizes a year' 

That s why over 170,000 people hove joined Special 
leterve, the biggest games dub In the World! 

0279 600204 

Bum to Spm W.*»U*y*. Bam lo Spm SalunMy. ICMm lo Soni Sunday 

10am lo So"! Bank MOioAis OrltyiConlninallcnlVreiiii **« r-jr *-*", or*" 

THERE ARE NO SURCHARGED ON TELEPHONED ORDERS 
You can also Fax your order lo ua on: 0279 726842 

Wb ansa hb*SM w> <*h bIt*«-»b«* bsMm tiScuaKuxarBBrvicalnaal 
■ i . m: . tona gama* HtlaO rray rat vol Da avaiNM PWaaa phone uiaa on 

' i i- ,i, n. i nr. ill, i-j' ti- gajBI r . N BVSri Da .Win , ,.r BSI i - 

t*nr>M ory rseiaxl *i *py tPna prw to OSapBtcfv Wa ftaanm l«a nghl » oianea 
pnea* oiihoui pnor noUfeaiKKY E 1 O E. 

RagtnaiM One* A Club Shop *ila*-MaOttl*a Lie. 2 South On*. Tha Maiimos 
Sawaneoawonn. nana CUI1 9PG 

a» area* rtckjrjs VAT ana carhage ic UK nairMna Baa Daaa of on)a» Bam fo> 
ovsraaws aurcFianjaa. Wa supply nanMara only Id UK ma Fi land aOJraua* 

MiMBtPSMlP Fits A MONTHS ONI TIU IW0 TUU 

WITH nil 
MB BINDII 



UK MEMBERS 

OVKSIAS IC M1MUXS 
OMUIU *OSlOMIM*f»S 



A MONTHS 
I1IAL 
MEf*SEISMIF 

4.00 

too 

700 



ONI TIAI 
AHHUAl 
MtMBEIiHIF- 

7.00 

W 00 
11.00 



14.00 

10.00 
1400 



tvt rjMLV SK-o.Y MEMBERS S»/T VOU CAN ORDER »S ' Ou JOH 
THERE ARf NO SUPCXAPOAS 0'. TELEPhOTJED ORDERS 
IPLEA5E PUT III 9LOOX CAPITALS) p )NT 



reama 



AOdress. 



Postcodo 



Phoni 



Enter membemhap numoer (if applicable) or 
NEW MEMBERSHIP FEE [ANNUAL. OK 7,0 01 



Ha 



Hem 



Mffl 



Hem 



ALL PRICES INCLUDE UK POSTAGE & VAT 



OiaaWP OypJXS^lBaBaStaWWa lirVVIH (Sw*cH Blue No 

I 



Cam 

eapoy Oslo. 



Oij uljrl 



Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add C2.00 per Hem. Non-software Items please add 
25%. Hardware Hems supplied to UK mainland only. 
Overseas orders must be paid by credit card. 



NOW 






The "Black Sect" is a secret society whose aim is absolute world domination. Count 
Cosimo, Meanotaurus, Marcos Cane, Sheebop and their cunning leader, Professor X 
are all evil villains who would sell their grandmother to get what they want. 
Accompany Joe and Nat through 6 gigantic levels with hundreds of opponents. 
Discover secret rooms and hidden Bonuses, confront the supreme villain, Professor X 
in a frenzied showdown and let him know who's the real boss. Play on your own or wv * 
friend, listen to 9 hot tunes and let Joe and Nat fight with 6 different weapons, as yo 
battle your way towards the final confrontation. 
So, what are you waiting for - get in there! 



Amiga Format Gold 91% 

"Don't let this one pass you by... YO! JOE! is a complete stunner" 

Amiga Power 91% 
" YO! JOE! is one the finest games of the year to date 



ART UK LTD. ■ 20 Guildford Road 
iJY - St. Albans, Herts. 
0727 868005 
0727 845202 






GmbH. All rights reserv- d. Published 
nse from Hudson Soft (Europe) GmbH. 




DC ST COVERS 



SHOP OPES 7 DA YS 1 WEEK 

897 DUM BARTON RD WHITEINCH, 

GLASGOW Gil 6NB 

TEL; 041 337 1313 FAX; 041 339 6946 



A M 1GA 
CO Ml' LITERS 



A500+ £199.99 

A500 + CARTOON £229.99 

A600 CARTOON PACK £249.99 

A1200 CARTOON £299.99 



CAB EES & 
STUFF 



PRINTER CABLES £3.99 

NULL MODEM £3.99 

JOYSTICK EXTENDER £3.99 

AMIGA TO SCART £7.99 

ANOLOGVE AMIGA £1.99 
PC ANOLOGVE 2 DIGITAL ADAPTOR 

£17,00 



A500 
A500 + 
A600 
A 1 200 



JOYSTICKS 



QUICKSHOT II PLUS 

INTRUDER 1 

AVAITOR 

MAVERICK IM 

ZIPSTICK 

COMP PRO 5000 

COMP PRO EXTRA 

COMP PRO STAR 

CRUISER COLOUR 

CRUISER BLACK 

CRUISER TURBO 

SPEEDK1NG 

NAVIGATOR 

BUG 

APACHE 

COMP PRO 5000 MINI 
COMP PRO STAR MINI 
FREEWHEEL 
FREEWHEEL ANLGE 
PYTHON IM 



£3,50 
£3.50 
£3.50 
£3.50 



£6.50 

£21.50 

£22.50 

£12.95 

£12.95 

£10.95 

£12.95 

£12.95 

£9.95 

£9.95 

£10.95 

£10.50 

£13.95 

£12.00 

£5.95 

£14.99 

£16.99 

£27.99 

£37.99 

£7.99 



['RIMERS 



STAR LC-20 £133.00 

STARLC-24 200 COLOUR £274.99 

STAR LC-200 COLOUR £195.00 

H.P. 500C £309.00 



STORAGE 



10 CAPACITY £0.99 

20 CAPACITY £2.70 

40 CAPACITY £3.49 

50 CAPACITY £3.95 

80 CAPACITY BANX £H.49 

100 CAPACITY £4.50 



100 3.5"DSIDD WITH 100 
CAPACITY DISK BOX £40.00 
ALL DISKS GUARENTEED 

PLEASE ADO a PAP 

us ai i iikhh<\\ij. ( H^v^'^^ 1 /*/lM pavabl*. to 

COMPLETERS H DREAMS 



MOUSES 


BEETLE MOUSE 


£15.00 


MEGA MOUSE 


113.00 


QUICK SHOT MOUSE 


£12.00 


ZYDEC MOUSE 


£13.00 


DISKS 


3.5"DS/DD 


£0.37 


3.5"DS/DD 


£0.58 


3.5" DSIDD FUJI BOX 10 


£4.90 




att Broughton and David 
Upchurch flap their ears 
simultaneously and make 
strange noises as they join 
forces to bring you the best 
in budget. It can only be that part of the magazine 
that we like to call Replays! 




SUPER SPACE 
INVADERS 

The Hit Squad 

£9.99 

In 1979 Toshiro Nishikado designed a new form of 
arcade game. It was a complete blockbuster - people 
stole money, skipped work, even ruined their mar- 
riages to play the game people were already calling 
'Space Invaders'. Not only did this game make a mark 
as an all-time classic but it effectively started the video 
games boom, spawning a million and one other arcade 
games. We've got a lot to thank it for. 

The story continues, apparently, in 2061, when a new 
form of mass entertainment has left the human race 
with a load of useless arcade machines to get rid of. 
The machines are dumped into orbit around the plan- 
et until a passing craft sends one of them spinning into 
outer space, where it is picked up and tampered with 
by aliens. Skip forward to 2091 and the aliens are back, 
having learnt a thing or two about attacking Earth from 
the Space Invaders machine. Super. 

The gameplay is essentially the same as it always 
was, but the graphics and sound have been souped-up, 
as has the invaders' intelligence. The attack waves have 
been tampered with so you can't always use the same 
technique to clear each screen - if you sit waiting to pick 
them off line by line, they will simply split up into sep- 
arate groups and attack you at different speeds. The 
invaders come in many and varied forms, ranging from 
the original guys through swirling galaiiians to huge 
monsters lobbing asteroids. 

There are changes in your favour, mainly in the form 
of collectible icons left by destroyed mother ships that 
cross the top of the screen. These do anything from 
increasing your shields through pausing the aliens for a 
few seconds to fitting your ship with huge lasers and 
missiles. And now there are end-of level baddies too! 

I have to mention the superb bonus level that comes 
in the form of a 'cattle mutilation' scene, where you 
have to protect a herd of cows from being kidnapped 
by Invaders. Excellent! Although not as polished and as 
smooth as it should be, Super Space Invaders is just as 
addictive and as much fun as the original, and for * 10 

you can't argue with that. ^■Bsseaeassssssssf'^j pTN 

[MB] 










NIGHT SHIFT 

Kixx £9.99 

low here's a rarity - a LucasArts' game that's NOT a graphic adventure. It appeared 
around about the time Guybrush Threepwood first began to his quest to become 
J a pirate, and was an obvious attempt by the LucasArts team to break away from 
their traditional game style into the arcade arena. Obviously it wasn't too successful a ven- 
ture as they haven't done anything similar since. Which is a pity, because Night Shift is 
superb stuff. 

The game can best be described as the computerised equivalent of trying to keep china 
plates spinning on the ends of long, wobbly sticks. In a hurricane-force gale. While being 
attacked by rabid Rottweilers. And axe-wielding psychopaths. 





IDUSTRIAL MlOMf AHD LOGIC 

SHIFT IS DUTIES J 





You play a new employee at Industrial Might & Logic (little LucasArts in-joke there), cre- 
ators of Stars Wars and Indiana Jones toy dolls. At IML. all toy production is controlled 
by the infamous BEAST, a massive, gurgling, clanking machine which does everything from 
sticking the toys together to painting them to putting them in boxes. This wouldn't be 
so difficult but the BEAST is a temperamental thing, requiring constant repairs and tweak- 
ing to ensure that it produces the required quota of toys to the correct specifications 
and on schedule. This is where you come in. Tool box in hand, you have to leap and climb 
around the BEAST, pushing switches, pulling levers and fixing faults as necessary. 

On your first day things are quite easy. You only need to produce a couple of dolls to 
earn your wage and the BEAST is quite well behaved. But day by day the bosses ask more 
of you and the BEAST gets more cranky, upping your stress level. To add to your misery 
pesky rats start running around, fiddling with things they shouldn't and mucking up all 
your hard work. Fuuumel 

The beauty of Night Shift is the obvious care that's gone into the game's design. These 
'crisis management'-style things can so easily become annoyingly frustrating yet that's 
never really a problem here - It's tough, but you always feel that you'll be able to do bet 
ter next time. The only serious gripe is that the detailed backgrounds can make it hard 
to figure out what you can and can't jump on. but as the lay-out of the machine never 
varies it doesn't take long to learn your way around. Excellent in just about 
every way. if truth be told. [DU] 4.1UJ MlV%C 





HARD DRIVIN' 2 

The Hit Squad £9 99 

Looking back it's hard to see what all the fuss 
over Hard Drivin' was about. But, believe me, 
when Hard Drivin' first appeared four years ago 
the critics and games-playing public went mad for it. 

You see, what sold Hard Drivin' was the fact that 
the car handled 'just like the real thing' (debatable, to 
say the least) and that the game world was generated 
using 3D polygons which, although not hugely detailed 
(but not bad for their day), gave the player the free- 
dom to drive just about wherever they wanted. Okay, 
so the 3D update was, well, slow, to be frank, and the 
control response was poor but it was, so they claimed, 
the nearest you'd get to driving a car without a licence. 

The real problem with Hard Drivin' was that you 
only had one course to drive around, which soon 
became very boring- This was split into two areas, a 
speed track where you simply bombed it around as 
fast as possible and a stunt track where you got to 
jump over gaps and rattle around inside a looped piece 
of road. Once you'd managed to negotiate both tracks 
inside a strict time limit you were awarded the chance 
to race the Photon Phantom, a computer-controlled 
opponent, on the same track. Like, wow. 

That all changed with Hard Drivin* 2. The program- 
mers added four more courses and squeezed enough 
speed out of the 3D for the game became truly 
playable. On top of that they included a two-player 
option which was great - as long as you had two Ami- 
gas and a serial cable to link them together with. 

Now, of course, rt does look dated - after all, unless 
the latest 3D race game has got curved polygons, tex- 
ture mapping and Gouraud shading who could give a 
damn? But it's decent fun (although it can get a bit 
dull as the courses aren't really that varied) and on 
the A1200 it's particularly nice and smooth. As long 
as you're not too demanding you should get your 
money's worth out of this. [DUJ 




RUBYSOFT, (Dept THO) 
96 LHlie Road. London. 
SW6 7SR England 
Tel: 071 381 8998 or 071 6101703 
Fai 071 610 1703 
Some vop pf ice* w# - 



PC AND SEGA GAMES ALSO 
SUPPLIED - PLEASE PHONE 



mm 




THE INTELLIGENT PERSONS CHOICE 



RUBY CHARTS USTERS 



•mAsxt op Aim vt/tSKJH m. 

* 'RAIN , Ml 

ArRAfrcastxwwHm ha 

A DC AIRBUS .,„... , J_M 

ABANDONED PLACES'l 

MFQRCE COMMANDER' 



AMIGA 
ifl Si 
24 95 
'JSV 
Mm 
ZSSi 
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Business hours 
lOam • 5pm Monday to Saturday 
After hours + Sunday Ansaphone order hotline 

on: 071 -381 8998 



Please make cheque. & PO payable 10 RUBYSOFT. 
Credit card orders cashed only on despatch. 

( Please note we do not make any charge to* credit card 
orders). Please add Ct p&p per item lor alt UK orders, EEC 
countnes add £375 per item, all other countries add C4 75 
per item. All items ore aubjoci to o»culol»ilr All OFPO orders! 

add £1 .50 per item. An prices subject to change or 
manufacturers pnee reviews without notice. ESOE Please 
note mall order cornpantes may lake up to 28 days to deliver | 
goods from receipt ol orders. Please allow tor cheque 
clearance. (Dept THO October 03) 
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SHADOWLANDS 

The Hit Squad £9.99 

Shadowlands stirred up quite a bit of Interest on the RPG 
scene when it first appeared, mainly due to its innovative 
Photoscape'" lighting system. This basically meant that you 
could only see as far as you could light, making it essen- 
tial to collect and ration torches while keeping your wizard 
on stand-by with the odd light spell. 

The plot, as always with RPGs, was fairly over the top and 
not really worth repeating a second time, but suffice to 
say you need to take four brave adventurers deep into the 
dungeons and kill nasty things in the hope of saving nice 
things. You can create your adventurers from scratch using 
a face and attribute generator, or stick to the default play- 
ers supplied by the computer. Magic is important but so 
is having top hard warriors, so choose carefully before com- 
mitting yourself to the murky depths. 

The game also introduced an excellent mouse-driven 
player interface, giving you full control over the charac- 
ters as they explore their isometric-3D view world and 
allowing you to make them act individually or in sub-teams 
rather than a mob of four all the time. This becomes quite 
an important feature later into the game as your team often 
get separated by puzzles and traps, forcing you to jump 
between characters and coordinate their actions so that 
they can regroup and progress. 

Magic in this world is controlled by the 'force' that all 
objects contain - this means that when you collect an apple, 
you can choose to either eat it to regain health or drain its 
magical energies and redirect them into a spell of your own. 

Traps come in the form of hidden pressure pad which 
cause pits and monsters to appear just where you don't 
want them to, all of which will drain your life force until 
you turn into a bag of bones. Different weapons can be 
used to different effect depending upon the user's 
attributes and abilities. One of the best features of the con- 
trol system is that you can set the whole team onto one 
monster and sit back while they steam in using the best 
weapons available. 

This game has all the features of a decent RPG, but makes 
use of a much more interesting system than the usual 'Dun- 
geon Master' clones. Good stuff and certainly great value. 
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GRAND PRIX CIRCUIT 

The Hit Squad 

£9.99 

"An awesome racing experience!" screams the anonymous quote on Grand Prix Circuit's 
box. "I can't wait to get back behind the wheel!" it continues. Blimey! Makes it sound 
quite exciting, doesn't it? However, after half-an-hour of playing the game, I can't help 
but feel that whoever gave those feverish words of endorsement wouldn't be able to 
go on a shopping trip to Tescos without having to have a cold shower and a bit of a tie 
down when they got back. To put it bluntly, GPC is crap. 

It's not appallingly crap, admittedly - it won't have you rolling around on the floor in 
hysterics when you see it or anything like that. No, the fact of the matter is that GPC is 
just dull, painfully so. 




Chassis : 187/88C 
Encrine: Ferrari 3.5 litre U12 
680 Hp (? ll,OOOrpM 
Real i ne : lO, 500 rpw 
Gearbox: 5 speed 
Tires: Goodyear 
Neight: llOO lbs/5001<g 




Options-wise GPC is pretty standard. You can preset the number of laps to race and 
choose whether to practice a track alone, have a one-off race against some opponents or 
compete in the full championship. There are eight international tracks to race on and three 
types of Formula One cars to choose between (although I didn't notice much difference 
in the way they handled). In addition you can set the game to one of four difficulty lev- 
els which basically vary the aggression of the opponents and whether your gears are auto- 
matic or manual. 

Once you've negotiated that little lot it's time to race. However, when you do you'll 
wish you stayed on the options screen - it's a lot more fun. The rival cars judder left and 
right as if they're being elctrocuted, while the tracks are all totally flat • no hills or dips 
here - with very little in the way track-side scenery. The few signs that do wobble past do 
nothing to increase the already minimal feeling of speed. 

In a budget market already packed with quality race games and F17 Challenge just 
released to boot, there's little chance that Grand Prix Circuit will make it off the _____ 
grid, let alone keep up with the pack. [DU] 
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COMPATIBLE 
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AND SECOND 
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GAMES 

Trek Trivia 
Fruit Machine 2 
Fighting Warriors 
Terren 

Soccer Cards 

Strikeball 
Battlements 

Holy Grail 

Gameboy Tciris 
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Ghost Ship 

Chess 

Wrex 

Top of The League 

Atom Smasher 

MUSIC 

Guns n Roses 
Safe Sex 
Metal Music 
Depeche Mode 

Beatles 

Voice Samples 
Led Zeppelin 
Piano Classics 
Top Gun 



UTILS 

1.3 Emulator 
Or Mag 
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Picture Box 
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Oegrader & 
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Sid V2.0 
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Bus Stop UtiLs 1 
Maverick Copy 
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Fast Cars 
KJ>. Lang 
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Aircraft 
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Mail Order Express Distribution FtG PRIX 

10 COMMERCIAL ST, BATLEY, WEST YORKSHIRE £18.99 
Call us on 0924-422057 OR 0924-422226 MON-SAT 8.00am- 



RAILROAD 
TYCOON 
£15.99 

M> Construction Kit 2.0 632.99 



Addams Family £12.99 

Adventurers £15.99 

Arthur Macleans Pool .£15.99 

A- TRAIN £21.99 

AVHH Harrier Assault £15.99 

Award Winners .£21.99 
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Battle Isle £15.99 
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Big Box 2 £17.99 
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Chaos Engine ,....„. ..£15.99 

Civilisation ............ ....£21.99 

Combat Classics £18.99 
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Dizzys Excellent Adventure . .£1-1.99 
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Elite £15.99 

F15 Strike Eagle 2 £15.99 

Fascination...™ — .....£14.99 

Fate of Atlantis £22.99 

Fire& Ice- £15.99 

FLASHBACK £18.99 

Formula 1 Grand Prix £18.99 

Global Gladiators £15.99 

GOAL m.-.m £18.99 

Graham Taylors Soccer £13 99 

GUNSHIP 2000 £21.99 

Heimdall £15.99 

Historyline £21.99 

Kings Quest 5 -£21.99 

Legend Of Kyrandia £22.99 

Lemmings .£14.99 

Lemmings Twin Pack £21.99 

Lemmings 2 £19 99 

Lotus Turbo Challenge 2 £12.99 

Lotus Turbo Challenge 3 £15.99 

Microprose Golf £,14.99 

Monkey Island..- -£15.99 

Monkey Island 2 £22.99 

Nigel Mansell's Formula 1 ....£15.99 

One Step Beyond £15 99 

Pinhall Fantasies .£15.99 

Premiere £15.99 

Premier Manager -.£14.99 



Pushover £15.99 

Putty £15.99 

Railroad Tycoon £15.99 

Raving Mad £15 99 

Reach For The Skies -£18.99 

Road Rash £15.99 

Sabre Team £15 99 

Sensible Soccer £15.99 

Shadow of The Beast 5 .£15.99 

SILENT SERVICE 2 £19.99 

Sim Earth £21.99 

Space Legends CALL 

Special Forces £21.99 

Strategy Masters £18.99 

Soccer Kid £18.99 

Superfrog £15.99 

SUPER TETRIS £15.99 

SYNDICATE £21.99 

The Greatest £21.99 

Thunderhawk £.15.99 

Titus The Fox M £14.99 

Troddlers £15.99 

WALKER -£18.99 

Ween -£14.99 

Wing Commander £.15.99 

Wi/kid £1599 

WWF2 .....£15.99 

Zool £14.99 

Zydec Zy-Fi Speakers £38.99 



Zydec Handy Scanner £94.99 

Zydec Virus Protector £05.99 

Alfa Data Trackerball £29.99 

Crystal Trackerball £34.99 

Alfa Data Megamouse.... £13.99 

14 Inch Monitor Stand £11.99 

Mouse Pockets £01.99 

Mouse Mats £02.50 

Cleaning Kits £01.99 

DISKS 



50 


£22.95 


100 


£41.70 


200 


£78.75 


300 


£116.30 


400 


£154.50 


500 


£184.65 



PRICES MAY CHANGE WITHOUT 
NOTICE, PLEASE CALL FOR LATEST 
PRICING 

We accept Cheques, Postal 

orders, Access and Visa cards. 



1st Class Recorded Delivery as 
standard on all orders. 



ALL PRICES INCLUDE V.A.T. P+P ONLY £1 PER ITEM ( U.K. ONLY 
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So you like being scared, 
do you? You've sat in the 
secure high-security cells 
in Strangeways with 
Hannibal Lecter, watch- 
ing Friday 13th: Part 20 
on Halloween and still 
didn't dirty your 
trousers? Well let me tell 
you, you ain't seen noth- 
ing yet. 



E 



Ixcept you have, of course. For 
Isellotaped to the front cover 
lof thin here issue is an abso- 
lutely superb demo of Space Hulk 
which you've no doubt ripped off 
and inserted into your Amiga 
already. And if you turn to page 78 
you'll find a full review of the game 
they're already calling 'well scary'. 

But did you know that Space Hulk 
was originally a boardgame? No. we 
didn't either until those luwerly peo- 
ple at Electronic Arts gave us a call 
and said '"Ere, we've got 10 Space 
Hulk boardgames. 10 Space Hulk 
computer games and forty Space 
Hulk miniatures to give away if 
you're interested." 

So here we are. But do you realise 
exactly how frightening and com- 
pletely brilliant EA's atmospheric 
strategic shoot-'em-up is? Nope? 
Then either read the review or check 
out the lists below before you go on. 
Impressed? You ought to be. Fancy 



THE TOP FIVE 
SCARIEST THINGS 
EVER (as not 
compiled by 
Gallup) 

1. Space Hulk 

2. Having a hungry rat inside 
a cage attached to your stom- 
ach which will slowly eat your 
insides in an effort to escape 
its imprisonment. 

3. Being sent back in time and 
forced to sail on the Titanic. 

4. Being a postman in Bosnia, 
wearing a luminous hat. 

5. Having a romantic candle-lit 
dinner with Simon Bates 
(alright, it's not scary but 
would you like to do it?) 



THE TOP FIVE 
BRILLIANT 
THINGS 
(as compiled by 
Simon Byron) 

1. Space Hulk 

2. Beer 

3. EastEnders 

4. Money 

5. Girls (substitute 'Boys' 
if you're female) 




Ten Space Hulk Boardgames! 
PLUS! 10 Space Hulk 

Computer Games! 
PLUS! 40 Space Hulk 
Miniatures! 

All courtesy of Electronic Arts! 




some? You'd be a fool not to. So 
here's where you get the chance to 
sample the delights of the 'real 
thing', the boardgame, if you like. 

There are ten pairs of exciting 
prizes, consisting a computer game 
and a boardgame, available to ten 
lucky readers whose correct entries 
are picked out of Matt's nose along 
with one Space Hulk miniature for 
the next forty runners-up. Here's 
how to stand a chance of winning 
but let me tell you that it'll take 
some doing. 

You know the superb Space Hulk 
demo? {Yes - Everyone.) Well, just 




play it through to the beginning of 
Mission 3 and tell us how many 
areas you are instructed to flame. 
Here's a clue: The answer is a num- 
ber. So what are you waiting for? 
Get to it. 

Just correctly jot down the 
answer, stick it on a postcard or 
sealed envelope and send it to: I Did 
It! Compo. THE ONE, Priory Court, 
30-32 Farringdon Lane, London EC1R 
3AU to reach us by no later than 
October 28th. Then just sit back and 
wait, and if God's smiling on you 
then you'll win unpurchasable good- 
ies. Good luck! 




Ameagre Prices for Amiga Users 



Games 



16THI UMB) 

1*49 ..AMIGA UUtliUMO. 

M> CONSTRUCTION KIT 
* TRAIN (1MB) 

ABANDONED PLACES 1 II I* NOT 1 MOi 
ABANOOHES PLACES 3 A1200 

■ il N ,1' -■■ .V.i 

aco-enalyn 

AIR RUCKS VI JjlMBI 

«-RBJCKSV12-Al2nO(IMB, 

AiR SEA SUPREMACY ICOMP) INOT120O 

MUPPORT 

AATRA 

ALIEN J (1MB) 

1UNM1D SPECIAL EOTION S3 (IMBI 
AilIM BREEOJIMBl 
auen breed jamigaijoj, 
AUOALLO 

."■ : Pr-~F"l.-<ii ,1Mii 

IM IN KSSU ii.'- COV- M.: </!! 
ancknt aoi o= war n the sf.cs umbi 

APACHE 

APOCALYPSE 
i-iwiw, i.ii»--.'Mn. 

.WAlHAN MfJHTS AM>i» 12001 

AAUMOO H • OEvEKGE Of DOH 

ARMOUR GEDOON 2 

ARSENAL - THE COMPUTER GAM1 

HUM) mac (Hi 

-•a . m.. 
miiij 

B-17FLYING fORTRE3S (1MB* 
BAAL 
balus> i 
BARDS TALE J 

■MUTALiooimuoTaiitn imb 

BATMAN • THE MOVIE 
BATTLE CHESS 
BATTlEtSLE*) 
ft* THE TOADS 
I ■- M 

&TMAP BROTHERS • VOLUME 1 WOTBOt* 

BLADE Of OESTWr (1MB) 

SJSTARHMBi 

ftVOBpMBl 

BOOY BLOWS |1MBt 

BOOT BLOWS (AUG/. 12W 

BOOV BLOWS GALACTIC (I MB 

BOOT BLOWS GALACTIC (ABBO* 1200) 

BONANZA BROTHERS • 
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•'.•'.■J Ml' '.II. 

BAOES OF (MACULA 
BUMUBOMLEMOTIBKIBIOTia 
BUGS BUNNY 
MMMM RUBBER iimbi 
I DNMRUBtif ii Atroii 
iUESARiIMB NOTI20H 

ubaroi un n mb 

CAMWAJGft 

., Mf A-".'. : '"Hi 

CAPTIVE 2 
RWDWII 

CARBIER COMMAND iNGTIXOl 
CASTLES 3- AII00 
CATCH EH 

cehturion 

championship manager btombi 

mm imm 

chasehoii 

>ess champion 2175 
OHESSMASTEPi 21 TO it Wfli 
CHUCK ROCK 

■ - Ml".. . . ".I . ........ 

CMJ2ATKMIIUBI 
COHBATAK PATROL 0M» 
■.CAfBAT CLASSICS llMBl 

nwpnoNi 

. ■_'<! [-■.':« li j 
COUNT DUCKULA 7 
CATV SEASONS 
CHEEPERS 
'■ -m "inr.ooHOBP MOTiaOO 

- ... I'.. - - r d . .. I ■.■■!. 

CYBER0LA5T 
CVBlPSPACEdMBi 

oalek attack 

oap» Queen oi *rvnn <imbi 

OAS BOOT 

ma 

OBBBS (AMIGA I KO| 



II M 
BK 

2195 
LM 

JIBS 

1B.« 
MS 

2495 

BH 
MJB 
TIB 
'.BB 
BBS 
21 M 

ait 

BBS 
■B» 

te» 

1590 

IBM 
2995 
IBM 
'BBS 

lflsa 

UK 
IBM 
71 M 
I5.M 
BBS 
T« 
IBM 
BJfl 

696 

IBM 
UM 
II BB 
UBS 

.- r" 

J4.K 

BN 

TJB 
H t 
I IBS 

BBS 
H.96 
IBM 

7.96 

lira 

1MB 

10*8 

18.98 

MBS 

jm 

:i ■- 
I IBS 



FK CHALLENGE |1MO| 10.M 

FALCON '.as 

FALCON ■ COUNTEASTFIKE DATA OiSK 7.B5 

FALCON • FIHEFfiHT DATA BS» TJ» 

FAmASTKWOMJMICOBBPIINOTIXCI M» 

F»TAL 5TP»E5 JIBS 

6.96 

FIRE HAWK 15.74 

FIRST OVlS*« MANAGER iNOTBOOl BBB 
FLASHBACK (1MB) 

fOOIBAllDRtCTORJOUei T.M 

FOOTBALL MANAGER S UBS 

FORMULA I GRAND Pflll (IMBl 24.B5 

GALACTIC WARRIOR RAT8 T.BS 

GAUNTLET ■ 6 M 

GLOBALGUDUTORSHUBl K.BS 

GNOME ALCNf IBBS 

COAL (1MB) n.ss 

OOEUNS3{iMBi 21.94 
GRAHAM GOOCH WLD CLASS CRCKET (IMBl 31 .M 

OULP 21 M 

0UNBHB>20Ki(IMBj KM 

HAGAR THE HORRIBLE 15.98 

HARDBALL T.BS 

HERCOUEST T.BS 

HEBOQUESTI I BBS 

HIRED GUNS H.BS 

HISTORY . M |191*191l| (IMBI JABS 

HOI M9S 

HOME ACCOUNTS 2 29.BS 

HUCKLEBERRY HOUND T.BS 
HUMANS ■ Jmwc LrWl (DaU OH*jtNOT1?X|t0 » 

HUMANS ■ Jirnn Lnrlt <SL>m->on«) 21.65 



Ml "ii MACHINES IS.TS 

MICROWCSE OOK [lUBi M» 

MORPH [lHBNOTlTOa IBBS 

MORPH (AMIGA 1300) I1BS 

MR MJTZ lAARGA 1 200) JOBS 

NAVY MOVES SB6 
NICK FALDOS CHAMP OK5HP GOLF HMD. 2* 95 

NIPPON 8APIBBC JIBS 

NODDY'S BG ADVENTURE IftTB 

PB30OTS Pj*YTIME (IMBI 1B7S 

NORTH A SOUTH BN 

[ 1MAS '>-ARlf 5 BROGE (I MB[ W 94 

ONE STEP BEYOND 1S.I* 

DBCRATIOH *R*BB1 '-BB 

OUTLANDCR UBS 

OVER THE MH BBS 

■ ,1 -ii,.- 'Ml- IBBS 
PAfiLi ;not60J BBS 
PANZA KK9) BOUNG ■ ' B4 
BBjmOl RM 1MB 1JM 

PEN PAL 

PERFECT GENERA! IIMR 2A.9S 

PERFECT GENERAL - WW? DATA DISK (1MB) 14.TS 

PO* TOUR GOLF PLUS TI BS 

PMBALL FANTASCS (1MB) 2191 

FWATES IBBS 

■ • i :> > in 

PLATINUM KOUPI 1S.M 

POREYE2 BBS 

POPE VE ) I B9 

POPULOUS* -DATA DISK BOD 

pgfU M Pin | NBBQg na jam 

PClPUlOUS^flOMISEOLANOS IBM 
POSTMAN PAT 

POSTMAN PAI J SBS 

POWER UP (COMPl UBS 
PREWER MANAGER 

PBEWERE(1MBNOI12«0 22 B! 

WIMC MOVER 21 BS 

; ..i. . r.i -f nsiA 6.BE 

PROJECT l NEWitRSONHMBI 10 91 

mon b.bs 

FUFFYSSAGA 6.B6 

OUATTRO POWER MACHINES (COMP) SBS 

OWAK B.95 

RB.IBASEBALi: 1 NCT.| BBS 

RAGNAPOK 2B.K 

fww w a wot i n 

RAMPART fOm 1A.SO 

REACH FOR THE SKIES U 

ROAD RASH 1B9S 

H .[.-_v.nl. 2.95 

ROUMROMNVINOT-l UBS 

ROOKIES (»MBI IBBS 

naooN i5.9* 

RUOSTV COACH BBS 

R-DERCUP IBM 

RVDERCUPlAMCAllDOi 1BB5 

■ '.[■'•[ TEAM i'MBi USO 
SABRE TEAM ■ A 1 200 21 M 

S»U.*Ai 1YA. or *ARR)OR 17.BS 

SCRABBLE 

SECRET OF MONAEY ALAND a (1MB! 17 M 

SENSIBLE SOCCER BTOJ IBBS 




liijllllll 

Mon - Fri 10am to Spm *"B 
Saturday 10am to 4pm 

J inlin fmm (Ud Hi Tube - Mik-exii * 



Please note 

NOT' means software Is 
not compatible with the 
500 Pius, 600 of 1200 



^SERTSTWKl 

OEVOUS DESIGNS 
WT> COLLECTION 
CCGFIOHT JlMBl 
DONK 

dmnmouohti 
0rcadm0uqhts - bismarck 
-oeadnoughts - ironclads 
dreamweb(1mb* 

... -hi. 
-j-HA BLA5IK1 viti-:.:, 
EASY AMOS (IMBI 
EUTI II ■ FRONTBER 
EP4K 

- .....n ...M.-H n 

| RMWCHftM*''' 

<. IB COMBAT PILOT INOT1900) 



JIBS 
995 
IB'S 
JABS 
12BB 
25 M 
I3S4 
12.B5 
2*95 
2295 
J2B5 
2*95 
BBJJ 
BOA 

1195 

I K 



lb 

IICtANA JONE? 4 FATE ATL (ACT) {1MB) 

i'-:i ASA JONES t FATE ATL. (AQVI - MUi 
ISCIANA JONES 4 L CRLSAOE (AOV) 
INTJIINATIONAL S A SIDE 
INTERNATIONAL GOLF 

■J'TU MMr 

INTERNATIONAL OPEN GOl» lAABGA 120* 

iSHARJllMBl 

JAMES POND 
JIM POWER 

JCHN MADDEN 9 FOOTBALL 
.URASSt:PARKllMB> 
iURA&SCPARK 1*1200 

k(y9 of maramon 

KGB|1MS| 
KICKOFPII(1MEG| 
U0P1I INOnjOO) 
KILUNG MACHINE 
KINGDOMS OF GERMANY 

KNIGHTS OF THE SKY (1MB) 

LEGENDS 

LEMMWGS 1 (1MB N0T1500) 
INKS - FIRESTONE 

LOMBARD RAC RALLY 
lOSTWINOS 

LOTUS U . THE ULTIMATE CHALLENGE (1MB) 
LOTUS TURBO CHALLENGE II 
MAELSTROM 

MANCHESTER UNITED ■ PREMEP LEAGUE 

MATRf MARAUDERS 

Utm BEACON TEACHES TYPING VJ II MB) 
MbtR || 
W£«f I ARENAS 
MERCENARY J 
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SHOE "EOPLE 

SHOOT 'EM UP CONSTRUCTION KIT 

iilKNl -L-u I ."v.. 

niciri 

SIM OTY WULOUS 

SMLFt n.5MB| 

SIM L*E (AMIGA 12001 
SIMON THE SORCERER (1MB) 
SIMON THE SORCERER |AI2C0| 
SLEEPWALKER OMBl 
SLICKS 
SOCCER WD 
SOCCER KID A1 200 
SOCCER MATCH iNOT.i 

SO0TY5 FUN WITH NLNBERS 

SOUP TREK 

SPACE CRUSADE ■ DATA DOK 
SPACE LEGENDS (IMBl 
"l"' 'I".'- ■ .mi- 

STAA BLADE 
STAROU5T (IMBI 
STREET FIGHTER IftW 
STRIKE FLEET 

STRI.EH MANAGER 

BTRYX 

STUNT CAP RACER 

SUBURBAN COMMANDO (- FREE FILM) 
SUPER FROG (IMBI 

■ , - Ml-. ■■ I. II 

SUPER LEAGUE MANAGER 
SUPER MONACO CP 
SUPER TETRIS (1MB NOT120QJ 
SUPIRCAPS1IIN011.TO 
SUPERHERO (IMBI 
SUSPICIOUS CARGO 
SWAP 



irtTIl "SLAM " 
SWIV 

SYNOCATEdMBl 
T N T 2 COMPl 

IF. ( AMGA 1J00) 

THE GREATEST |CCW| (1 MBj 

THE PATRCMN |1 MB) 

tm RLAom 

THOMAS fUN WITH WORDS 

THOMAS THE TANK ENGINE 

■H|-;M*:.-~F -AIJ.FH.ilHf . 
TINY SKWEEKS 

TOW 

TOTAL CARNAGE 

miPU ACTION PACK VOLS 

TRIPLE ACTION PACK VOL1 

TRIPLE ACTION PACK VOLS 
TRIVIAL PURSUIT 
TROLLS (1MB) 
TROLLS '.AMIGA 1 TUX 
TURPBCAN II 
TWBJOHT200O 
UNDER PRESSURE 

VALHALLA {1MBI 
WALKER (1MB) 

WAR ft THE OUlf I IMB| 
WHALES VOYAGE 
WHALES VOYAGE 1*12001 
WBBTi SHARKS 
WONDER DOG 

W.>:>l->5 rtCRLD 

WORLDS OF LEGEND 
ZOOL I1MBI 
DOOM . 



7.95 I 
79S I 

2495 
21 BO 

2196 
74 7S I 

JM75 I 
BM J 

ISIS I 

BBS 1 
B96 I 
■BBS 

795 

3030 I 

109S I 

1095 I 

1095 1 
BBS I 
IB 95 ! 

IB 95 I 
- Hf. 

24 95 I 
f BS I 

21 95 1 

2195 i 
21 95 I 
2i 

2195 I 

696 I 

15 95 1 
1595 I 

IB95 I 
1195 I 

IS '5 



3.5" Disks 




Educational 



CAiE MAZE 

R4AOTKM AM 
IHM MAQOHB 
PCTURF FRACTIOKS 
REASONWG WITH TROLLS 
TIDY THE HOUSE 

AS^WIR BACK JUMOR QUB (S-11| 
AWTNER BACK SEMOP OUtf (12- AD) 
FRENCH MISTRESS 
MASTER 
tTMMJI TUTOR 

IB-1U 

TUTOR 

MEGA MATHS I* I 

MOM I 

MICRO I 

MICRO I 





MAM I 

PAINT POT ( 
5— >"PlNO BASKETV 

whk:h' wHERf wyri 
BETTER LUTHS 11 Mil 

BETTER SPElil"Ql!-AOUin 

JUMOR TYPIST ri-1 III 



IBM 
IBM 
is a- 
1094 
IBM 
II h 
16B9 
,. .. 
|| M 

1699 
JIM 
1599 

IBM 
IBM 
IB.M 
IBM 
IBM 
IBM 
■BM 
IBM 
IS 71 
IS7S 
1S7S 
IS 75 
IBM 
IBM 

1)95 



HMK MAThSt** \ IBM 
MATHS MAMA »l>v->. ^U , ^ 1>M 
THE THREE MMttfrMl " W» IBM 



Qty 


DSDD 


DSHD 


10 


5.30 


7.80 


20 


10.35 


15.35 


25 


12.65 


18.25 


30 


14.75 


21.80 


35 


16.90 


25.20 


40 


18.95 


28.60 


45 


21.10 


32.10 


50 


22.95 


34.40 


80 


36.35 


52.30 


100 


39.95 


61.90 


120 


49.40 


72.40 


150 


60.95 


90.25 


200 


78.75 


115.75 


250 


97.30 


143.30 


300 


116.30 


170.75 


400 


154.50 


221.70 


500 


184.65 


269.65 


600 


223.50 


320.60 


1000 


364.30 


524.40 



All our disks are fully 
guaranteed and include labels. 



Miscellaneous 
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HMdClMMf(UT 

Mm* 

HibHdjv 
MM.M4I 

SCAflT CAlUr 
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WotMjnon bf BOO 
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Disk Boxes 



AnfNGUtH 111-1 J n'MIti It-** of l*-l*| 


UN 


10 Slanpact 


■ -.. 


AO FRENCH III >} OrlMScr la-US' 1A-1S) 


|| M 


40 aVr^Bk 


4 05 


AO JUMOR COUNTING rW v B7) 


15 '5 


SO -^MBBj^BBBBMMBn 


560 


AO JUMOR READING (4 5 or 1-7) 


1S7S 


•0 


an 


AO MATHBO l-l J w 1M3 w 13V14 or 1A-IS) 


|| ■ 


60 SMcliabM J'fBBj JBjAP 


■ IBM 


FUN SCHOOL I WNDEfl 6 or 6-1 or OVER Si 


696 


100 


6» 


>UN 9CKKX J ILPOEP 5 cr 5-7 or OVER 71 ■ 


1B78 


110 


B.7S 


FUN SCKKX * ILNOER 5 er B-7 or 7-11) 


■B7S 


ISO 


10.M 


HaiJrfl MATHS (7-11) 
.PAINT AND CREA1E iOVE" 5 SI 


|| M 
■196 


Joysticks 




BPELLIM3FA«l(7-t» 


IBM 


135. 

iMpi A-.i.-i!. IBBbBjb 


BM 

a« 
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Hint Books 




CowptlilMri FVd 5000 - Vac* 
l~H"M - Ananour 

FfM-MO-dgllX 

MMrck 1 K»1 »F| or 1 M «01HF) 


I3.7S 

jaon 

17*0 






IJ.7S 


BANE OF THE COSMC 'ORGE 


12.99 


MqMrar AyTjSVTUt 


BOO 


EYE OF THE BEHOLDER ' 


799 


NaMgwry A/T 


13.-. 


EYE OF THE BEHOLDER B 


9 99 


Pvrcri ■ (OSIKFI 


9» 


INDIANA JONES 1 FATE ATL (ADV) 


*B9 


f',- . , i" ivn 


B.7B 


INDANA JONE5 i L CRUSADE (AOr> 


599 


Qjct|oy1Trft»{SVT21| 


TBS 


A BHTMAM 


SB9 


■bbbMm Iff 


■\ V 


LOOM 


7.99 


BpiliHQ »mlno|ji 


IS50 


MANIAC MANSION 


IN 


SWProM 


US) 


SECRET OF MONKEY SAND 


599 


ThtBUglblKkororMrH 


13S0 


- •! - i:t MriH'F • iiAfll) 


9 99 


TojpiUr isvi;''; 


21 SO 



Hardware 






ASM EipanUon ipz** *" n 


O.SMo 


J7.9S 1 


A300 Cipanuon lt^*N Mthoit daol 


g m 


JABS 1 


ASOOouiRAMiipgrafl* 


■Mb 


a ■ 


AWO Eiiwitlon Jfl" ■im dra 


1Mb 


BIBS I 


Parallel irrl eiMnMrjn caBM 




6*0 ■ 


PmlW ErMar caoM IIbV 




BSD 1 


Rwifirlt (Airlo mouNf KWBBdi •rrAcM 




14.75 1 


H-fi Bono SpMBan 




37.95 1 



DataGEM 

bio tufliiml lompriivr 
banluunr and mfluwre lo letu 
of iboumihh n/ taiuficd 
i its/omen MiCf IW? 

Amiga Atari PC Sega 

//111) Ml '"iril" till MMI llilll 



NOBODY DOES IT FASTER 

7 days a week. No credit card surcharges 
Prices include VAT and UK mainland postage 



Credit card orders 1 0 am to 1 0 pm 

071 608 0624 

7 days a week (not an answerphone) 

You can also FAX your order to 071 608 0686 




Cheques/postal orders to 



Ppcm nduM UK poM»oc *nd VAT nmi trv p<1bcI/>» u-*J 27ihOclnbtr IBBS 
On nvMO jiDoni. poalogv Ii tlvrgaa U vtV NM UU»i oil trr i*nl u 
>nlMra ml in *«|n( 1o iranJ^Sinn' mmi M from I*"" 

HUM lo wi ilanMrO lormi ar-j ca-ditom E AO E. 



DataGEM Ltd 

Pitfield St, London Ni brit 

vMtua/antee arc! number? will 



11 \^ 

.arlment THO, 23 Pitfield St, London N1 6HB 
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FOOTBALL 

TACTICIAN 2 



New 93/94 version sets even higher 
standards and breaks more records. 

Firmly established as the definitive football strategy game. 
FOOTBALL TACTICIAN 2 is now available in three superb versions: 
FT2 ENGLAND the original and the first ever management game where 
tactics and real-time match intervention are the main requirements tor a 
successful campaign. FT2 SCOTLAND the first ever simulation covering 
the soccer scene north of the border featuring the Premier and hirst 
divisions FT2 ITALIA with the fabulous sene A and serie B tor the thrills, 
the passion and the glory of the world's most exciting league' 
Three great games with the latest 93/94 stats One soon realises that 
FT2 is no ordinary soccer manager THIS is the REAL THING You re in 
charge Events on the field are the direct result of your inputs. Even when 
trailing badly a match can still be retrieved if you make shrewd tactical 
interventions There are risks involved, uncertainty and even luck^But in 
the end. it's all down to youl Can you rise to the challenge? Try FOOTBALL 
TACTICIAN 2 tor the ultimate football experience! 

What makes Football Tactician 2 so special? 

' Biggest over multi-user system: up to 46 users' (who said tour was the Hmtfl Now 
with new rating system reflecting managers' ability and achievements 

" First over fully interactive management game: intervene at any time during a match 
to change tactics, make substitutions, adjust formation or mark players. 

• Most accurate player definition JO parameters including real ages, aptitudes, skills, 
caps, playing positions, fitness, morale and market valuation 

• Largest results database 21290 match results and league positions going back 20 
seasons aH instantly retrievable AH of which may be printed out 

' Professional rocording 36 matches always rocorded IN FULL for full-scale replay 

• First ever referee involvement true to life behaviour Beware of adopting rough 
ladies when Jim Parker is in charge! The message is clear: know your refs 

' Fastest ever sotling-up lime initial start-up in less than two seconds, thanks to 
900K of super-fasl machine code Smoothness of action isFT2s hallmark 

' Most accurate editor built-in intuilive editor capable of ontenng new players and 
fine-tuning aH parameters Essential for the serious user 

• 16 different tactics from rough play to offside-trap adjustable throughout the match 
You manage your side before AND during the match 

• Three levels of match reporting, from highlights only to baH-by-baB commentary 

What are the new features? 

• FA Premier League and Division One permanently in memory with full interaction, 
promotions, transfers. European pool, play-offs, local and European Cups. 

• Man of the Match Player of the Year Manager of the Year Transfer deadlmo Pitch 
invasions Fights between players. 

• Eaay selection of penalty takers, free-kick lakers, wingers, captains, bail winners, 
play-makers overlapping fuH backs, reserves, substitutes . 

' Unique database-type search faculty to locate any player m the league 
" Full-scale printing facilities highly suitable for Play-by-Mail 

• Intelligent behaviour of computer sides capable of changing tactics to respond to 
situation on Iho field or making substitutions based on fitness and fatigue. 

Plus mid-week transfer and fitness news. 
- FriendHes. top scorers charts, precise transfer markets, club htstor* financial 
position and much much more' 

Why is FT2 not in the shops? 

The very essence of a football strategy game is its accuracy. With transfers 
happening every day. rules being changed and players being injured, shop 
games are out-of-date the moment they come out. Some publishers issue 
yearly revisions Thai may be fine but not fine enough for us. The FT2 you 
buy is 100% up-to-date. We revise the program and data weekly. There are 
no compromises Who wants to play a game that says that Fiorentina are in 
serie A or Forest in the Premier League? Who wants to play a game that 
features Eric Cantona at Leeds or Ruud Gulhf still at Milan? No known 
football game is more up-to-date than FT2 and that's a fact! 




Please rush I copy of 
FOOTBALL TACTICIAN 2 
FT2 (Scotland) 
FT2 Italia tsorie A and serie B) 

FT2 Double Pack (lick any two) 



My machine is an 
AMIGA A500 (one meg) □ 
AI2QO □ 



Name 
Address 



C22.93 □ 
£22.93 
C22.93 □ 

£29.95 



A600 0 
ATARI SVSTE □ 



. enclose cheque tor ../T My Visa number >s 

Visa or Access orders, same-day dispalch. Overseas please add €1 p&p 
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CALL MICHELLE GARDINER 

ON 

071 972 6700 ! 



TALKING BIRDS 0702 523607 

5 Minster Close Rayleioh Essex SS6 8SF 



The times they are a-changing - and, as always, 
Kill Zone is the first to respond! Below you'll 
find the first tips for a CD32 game, namely 
Millennium's Diggers. In addition there are play- 
ing guides for Goal! and The Patrician, complete 
solutions to Beastlord and Wibble World Giddy 
and the on-going solutions to Ishar 2 and Worlds 
of Legend. A feast of tasty treats indeed - get 
stuck in! 





It comes bundled 
with the CD32 and it 
isn't the easiest game 
in the world to mas- 
ter. We at The One 
are proud to bring 
you the first ever 
CD32 tips, courtesy of 
Millennium's Toby 
Simpson. 



JEWELS 

The first thing we're going to talk about 
is jewels, as they are the focus of the 
game. The quickest and easiest way to 
collect loads of the shiny things is to 
strip mine. Remember the value of 
gems at all times though, and don't 
waste your time digging for Rubies. 

Look for Jennite right at the start ol 
the level, as these are equivalent to four 
diamonds in value. So, a Digger who is 
carrying three Jennites has the equiva- 
lent of almost 12 diamonds or 30 
Rubies - a lot more worthwhile than 
Copper, don't you think. Your opposi- 
tion will also be going for the Jennite, 
so get to them quickly! 

Don't wait around for too long to 
trade in your jewels. Make sure a dig- 
ger is carrying a large load before they 
head for the bank, but don't hoard 



them for too long. All jewels that 
haven't been banked are effectively 
worthless, and holding them under- 
ground for too long could leave you 
with a bunch of rocks as your enemy 
wins the level, or just walks in and 
steals them from you I 



TACTICS 

You have a lot of tools at your dispos- 
al, so use them wisely. For example, 
flood gates shouldn't only be used for 
stopping floods. As you can't open your 
opponent's gates and they can't open 
yours, surely it follows that you should 
use them to block your opponent's 
progress or to just lock them out of an 
area. In the same way, bridges 
shouldn't only be used for crossing 
water. Use them as steps for jumping 
large gaps, or climbing over objects 
that are too high by other means. 

If you can't dig through something 
then try blowing It up. One word of 
warning, though. If you do try to 
explode something, watch out for 
water nearby. Don't want to start a 
flood, do you? Explosives are wonder- 
ful things, though. If you want, you can 
use them to blow up any kind of living 
creature - even some of the toughest 
things wandering around the planet. 

The levels in Diggers are massive, 
and they hide quite a lot. If you want 
you could spend massive amounts of 
money on maps. It's a lot more tun, 
though, to spend a long time search- 
ing for the hidden treasure troves, using 
the 'Diggers Location' requester to 
work out where you are. 



1-1 



Read the Zargon Book, which is 
online in the CD32 version and in the 
manual for the standard Amiga. This 
contains some valuable information on 
the Planet Zarg and some very useful 
hints and tips. Almost as useful as this 
page, in fact! 



MOVING 
FORWARD 

The Habbish race is one of the most 
important in the game, but can be very 
hard to control for the absolute begin- 
ner. To get used to the interface use the 
F'Targs as they are the simplest to con- 
trol. The Habbish are, of course, a far 
superior race, and their teleport abili- 
ties are vital in the later stages of the 
game. If, however, your opponent is 
playing the Habbish then watch out 
where you place Telepoles. 

To really progress you need to earn 
large amounts of Zogs and you won't 
win any if you complete levels just by 
killing all the enemy diggers. The best 
way to make large amounts of cash is 
to collect loads of equipment during 
the level, which you can trade in as 
'Capital Assets' at the end of the level 
That should make everything hang 
together nicely. 
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As graphic adventures go, Grandslam's 
Beastlord is one of the toughest about. 
Fancy a little help? Then look no further. I 
thank you. 



BASIC TIPS 

Before we go and spoil the game lot 
you by giving you the entire solution, 
here are a couple of red hot tips to aid 
you in your adventuring. The main 
thing to do is to keep an eye on your 
energy levels at all times They can drop 
quickly at times, so keep topping them 
up with food and drink. To get hold of 



some, attack as many hostile inhabi- 
tants as you can, as many will leave 
either supplies or money. 

Speaking of money, always collect it. 
as you never know when you might 
need it later. Well, alright you will know 
once you've read through this solution, 
but that's beside the point Two more 
things to watch out for. Talk to every- 




one you can, and always ask for help. 
I know it sounds obvious, but do it any- 
way. Right, on with the solution. 

FOREST SECTION 

You start the game in the forest, ready 
for action. The first place you'll want to 
go is to the Village at the top of the 



map. Head towards it, killing off ever* 
one you meet and collecting everythwc 
they drop. Everyone, that is, until yo» 
reach the Village itself, at which pom 
you must be as cuddly and friendly as* 
little lamb. Talk to all the villagers, anc 
ask all of them for help. Before yov 
know it, you'll bump into someone w* 
a knife Generally, they'll be found* 
map location 2. No. they aren't abo* 
to mug you. Simply offer them son- 
money, and buy the knife from them 

Now go to the Inn, at location 1 , arc 
buy some ale and some nuts. Whatew 
you do, do not have a fight with any 
one in the village, as news travels faw 
and you don't want to be making an, 
more enemies than you already have 

On your way to the Village yo*. 




FOREST SECTION 
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as possible. Run away and head for the 
Witch's house. Don't enter yet, though. 
Put the cloak on first and - hey presto! 
- you look like the Predator! Go into the 
house and avoid the random spells that 
the witch throws around Grab the 
Light spell in the corner of the room 
and run away quickly. Once outside, 
take the cloak off again. 

Go back to the bird statue and wait 
until nightfall once more. Cast the Re- 
Animate spell once more and this time 
give the bird the ring it asks for. The 
bird will now follow you everywhere 
Cor, you're turning into a right Noah's 
Ark and no mistake! For the rest of this 
level the bird is useless but keep it with 
you as you'll need it in the Temple 
Section. 

Head for the dark forest. In here is a 
troll and, as it is always night, the troll 
is always ready to do a bit of squishing. 
Stand a safe distance from him and cast 
the Light Spell - day will break in the 
forest for the first time in years. If you 
haven't been reading your Discworld 
books then you won't know that day- 
light turns Trolls to stone and will be 
completely surprised by the result. You 
can now pass the harmless-looking 
boulder. 

Find the entrance to the Temple and 
talk to the guard. Give him the ale 
you're carrying and then wait for grav- 
ity to take effect. When he is slumped 
on the ground enter the temple. There, 
what could be simpler? 



TEMPLE SECTION 

When you enter the temple, make sure 
that you have the bird with you as you 
won't be able to complete the level 
without it. Got him? Right, go to the 
top of the map. marked as location 1 
Wait there until nightfall and a ghost 
will appear. Ask him for help, and he 
will first tell you that you must guess his 
name. I'll give you a clue - it isn't 
Rumplestilskin. Only the Mad Monk 
knows the name, and you'll find him 
wandering around map location 2. Find 
him and ask him the name but he 
won't be able to tell you as he'll be too 
busy telling you that he's lost his mar- 
bles. 

Funnily enough, the marbles are to 
be found on the other side of the 
map, in location 3. Search around 
on the floor for all of them, pick / _ 
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It might not be the most difficult platform 
game ever, but last month's covermounted 
PD delight sure is one of the silliest. If 
you're still having problems then here's the 



complete solution, courtesy of Steven 
AAanley of Limerick, Eire. 



The first puzzle couldn't be easier if all 
you had to do was press a large red 
button with a gigantic sign above it 
saying 'Please press this button'. On 
the start screen you'll find a bucket of 
water. Walk to the right until you 
come to a large fire and use the buck- 
et of water to douse it! From here on 
in things get a little harder but not 
much. 

Head to the right, stopping to climb 
the tree laden with coins as you'll find 
an aerosol can at the top. Keep going 
to the right, collecting coins as you go 
on. and you'll come to a hole in the 
ground. Drop into this and collect 
everything you find down there, name- 
ly coins and a large sticking plaster. 

Leave the hole and continue to the 
right. Drop down the next hole and 
you'll come across a huge cork, just 



right for plugging large holes. I'm sure 
there's a joke there, but I'm not going 
to make it. Leave this hole and keep 
going right all the way until you come 
to the balloon, Take this and go right 
another couple of screens and you'll 
come to an Atari ST left in a bin. Collect 
it, go right again, and collect the coins 
you find on the next screen. 

Now return left all the way back to 
the Atari fan. Give him the ST and he'll 
give you a sweaty sock (sounds like a 
fair swap!). Go right over the next six 
screens and drop down the hole next 
to the 'Men At Work' signs. Head to the 
left, collecting coins, and then head as 
far right as you can. still collecting 
coins. Before long you'll see a burst 
pipe. Use the sticking plaster on this to 
fix it, and get the tin of Drab Clear from 
the next screen. 





Leave the hole and head right. When 
you come to the volcano, plug it with 
the cork (obviously) and carry on right. 
Drop down the next hole you come to, 
collect the coins, leave it, head right 
and drop down the next hole to the 
right. To get the large boulder out of 
your way use the balloon to lift it. Get 
the oil can. go back out and head right 
once more. 

Use the tin of Drab Clear on the alien 
plant to kill it. jump the next two holes 
you come to and spray the aerosol on 
the sad snowman to kill him. Head 
down the next hole and collect all the 
coins. Leave and head to the right. Take 
the magnet from the North Pole, while 
sailor's all over the world start to 
change bearings. 

Continue right, taking all the coins 
you come to, and before long you will 



reach another hole. Enter and use the 
sweaty sock to get rid of the snake. Use 
the glue on the broken LP to fix it. By 
this stage you should have 51 coins. 
Here's the tricky part. You now have to 
head back to the left all the way back 
to the last shop you saw. Use the coins 
to buy a spade and go down the hole 
to the right. H 

Step to the edge of the water and 
use the magnet to get rid of the cabi- IH 
net. Jump across and get the red boots. IH 
Leave the hole and go right a mam- 
moth sixteen screens. Give the LP to the 
hippy and go right two screens. Use the 
spade on the radioactive glop. Head 
right two more screens and use the oil 
on the rusty spikes. Right once more 
and use the boots on the dinosaur. _B| 
Now you just need to walk right, 
and the game is complete! f 




TABLE-TAST 

These tables give you bund 
make a million with the he 
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Table 1: Shows the average buying (8) and selling (S) price of goods in each town. Remember these prices are averages, and will fluctuate 
slightly up and down as time passes. ^ — 



Corn 
Hut 
Ft»h 



Cloth 

Crockery 

Wood 

Wmr 

feppcr 

Fur* 

Flth Oil 

PlI Iron 

Wool 

Ml 

leather 

Hemp 

Pitch 



Dim) | 

B/S 

31/2B 

49/44 

95/77 

84/63 

149/103 

248/1B5 

176/159 

37/33 

849/760 

923/83] 

597/535 

73/69 

84/76 

105.195 

48/36 

66/45 

27/34 

104/97 



Villi. 

B/S 

48/43 

100/81 

91/74 

100/92 

162/112 

248/101 

245/240 

47/35 

1026/809 

923/832 

714/563 

95/92 

81/74 

71/49 

49/37 

77/72 

27/24 

4H/33 



Stockholm 

a/s 

47/42 

81/61 

100/81 

102/93 

312/307 

260/254 

343/237 

67/50 

1029/811 

932/840 

722/569 

96/90 

54/37 

141/127 

63/47 

84/76 

37/32 

1 06/99 



liu 

B/S 

29/20 

49/44 

86/7B 

95/93 

139/96 

256/251 

244/239 

31/21 

796/717 

897/836 

411/317 

B6V83 

99/77 

79/54 

49/37 

60/41 

1B/16 

111/104 



Nowiorod 

B/S 

35/31 

80/60 

87/80 

94/72 

182/126 

253/203 

245/240 

30/27 

861/771 

900/839 

265/251 

36/25 

67/46 

85/59 

53/40 

60/41 

21/19 

60/41 



Uibeik 

B/S 

68/51 

90/67 

83/62 

62/55 

278/215 

177/160 

154/139 

64/48 

577/430 

946/798 

760/598 

73/69 

139/104 

153/114 

21/19 

121/9B 

36/27 

rVa 



■ronton 

8/5 

67/50 

1 1 1/90 

84/67 

75/56 

227/206 

156/141 

164/148 

59/44 

378/343 

431/299 

737/584 

73/69 

133/99 

180/134 

25/22 

115/104 

45/39 

n/e 



B/S 

75/56 

114/97 

87/65 

49/44 

222/201 

176/159 

164/148 

64/48 

494/382 

B76/7B8 

737/584 

73/69 

131/101 

1 50/1 1 2 

21/19 

123/104 

45/39 

107/119 



London 

B/S 

71/53 

76/57 

102/83 

115/93 

227/206 

264/242 

239/219 

48/36 

474/353 

904/763 

761/602 

59/41 

102/92 

86/59 
45/34 

73/65 
43/32 

119/111 



Brrgffi 

B/S 
63/47 
108/87 
45/31 
90/87 
, 330/325 
258/253 
243/237 
4a'36 
846/759 
864/805 
317/787 
30/20 
69/62 
141/131 
53/40 
9996 
49/41 
68/61 



loniborf 

B/S 

57/43 

95/87 

53/4B 

94/92 

326/321 

255/250 

241/236 

48/36 

845/756 

8S4/797 

612/549 

30/20 

67/46 

141/131 

49/37 

107/102 

43/36 

68/61 



Mil mo 

B/S 

57/43 

106/86 

63/47 

99/90 

218/215 

256/251 

240/234 

45/34 

B4S/7S6 

B94/B0S 

618/50B 

48/33 

69/47 

78/54 

49/37 

78/73 

40/34 

64/5 B 



Roiiock 

B/S 

34/30 

76/57 

80/64 

54/49 

215/195 

260/2S4 

235/220 

47/35 

849/760 

909/B19 

612/549 

71/69 

88/79 

146/132 

30/27 

114/103 

34/26 

104,97 



Yltod 

B/S 
46/41 

81/61 

90/77 

84/63 

206/187 

183/171 

232/173 

45/34 

846/759 

873/B13 

626/562 

52/36 

69/47 

79/54 

49/37 

81/73 

40/34 

75/70 



Stetttri 

B/S 

39/32 

61/5B 

86/69 

67/60 

220/213 

245/240 

239/233 

45/34 

8 50/762 

917/B26 

608/545 

71/69 

86/78 

143/111 

S2/39 

82/74 

28/25 

104/96 



Table 3: Shows how much it costs (in Thaler) to build a ship in 
each town and how much raw material is needed (in Burden). 



Table 2: Shows the relative abundance of the goods in each town. A 
'+' Indicates mores than typical while '-' indicates less than typical. 



Lubecfc 


Hoop 
6377 
8 pilch 

7188 
10 pilch 
14 wood 


Flnuctt 
8910 
14 pilch 

9756 
16 pilch 
26 wood 


Hen hart Bun 
12779 
23 pilch 


Cof 
13977 
28 pitch 


■rtmen 


13221 
24 pilch 
42 wood 


14445 
27 pitch 
48 wood 


H l m bur [ 


7333 
10 pitch 
14 wood 


9941 
16 pilch 
26 wood 


13462 
24 pilch 
42 wood 


14702 
27 pitch 
48 wood 


lotion 


6952 

4 (rockery 
12 wood 


8548 

1 0 crockery 
24 wood 


11566 

16 crockery 

40 wood 


12682 

20 crockery 

46 wood 

12682 


TMtotrf 


6480 

4 crockery 
10 wood 


B548 

9 crockery 
22 wood 


11566 

16 crockery 

40 wood 


20 crockery 
46 wood 


Mjlmo 
Bollock 


6657 

4 crockery 
12 wood 

7101 


8652 

1 0 crockery 
24 wood 

9342 


11557 

1 7 crockery 

42 wood 

12644 


12643 

21 crockery 

48 wood 

13823 


Yitid 


4 crockery 

6610 
12 wood 


10 crockery 

8704 
24 wood 


17 crockery 

11637 
40 wood 


21 crockery 

12459 
46 wood 
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Ice 
m m m 










Corn 


+ 




+ 


+ 


♦ 


Mail 








+ 






M 






+ 




+ 




Boor 




+ 






+ 




Hooey 


* 












Cloth 


+ 




+ 








Crock try 


+ 












Wood 




+ 




♦ 




+ 


Wine 














Peppor 






♦ 








Fun 








+ 




+ 


Fiih on 




+ 








4- 


Pl| Iron 




^ * 








+ 


Wool 


! ♦ Lei 






+ 






Slit 


+ 




+ 








Luther 




Jr * 










Hemp 


♦ 


+ 










nun 




t> + 






+ 


+ 




+ + 



+ + 
+ + 



♦ + 



■avr 



2 crockery 



Sutton 

Dim if 

Vtaby 

Hilt 



6762 

4 crockery 
9 pitch 

557 8 
9 pitch 

6311 

4 crockery 
6327 

4 crockery 
8 pitch 



Milforod S669 

4 crockery 

Stockholm 7202 

4 crockery 

9 pitch 
12 wood 

London 8925 

5 crockery 

10 pitch 
7 pig Iron 
14 wood 



8921 

10 crockery 
1 5 pitch 

7511 
1 5 pilch 

8186 

10 crockery 
8355 

9 crockery 

14 pitch 

2 pig Iron 

7304 

9 crockery 
9528 

10 crockery 

15 pitch 
24 wood 

11668 

10 crockery 

16 pitch 
13 pig iron 
26 wood 



12087 

17 crockery 

24 pilch 

10075 
24 pitch 

10616 

16 crockery 

11308 

16 crockery 

23 pitch 

1 1 pig iron 

9627 

16 crockery 

12959 

17 crockery 

24 pitch 
42 wood 

15314 
17 crockery 
24 pilch 
21 pig iron 
42 wood 



13238 

21 crockery 

27 pitch 

11059 
26 pitch 

11660 

20 crockery 

12412 

20 crockery 

26 pitch 
14 pig Iran 

19755 

20 crockery 

14181 

21 crockery 

27 pitch 
48 wood 

16704 
21 crockery 
27 pitch 
24 pig iron 
48 wood 
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PATRICIAN 

We said it was a tough game, and we weren't lying either. If you've played it you won't be 
surprised to learn that quite a few people have been having a tough time with this one, so 





The first thing you really need to get to 
grips with is the game system itself. 
Everything you do has some bearing on 
the rest of the game, as you'll discover 
as you read this guide, and learning 
how to manipulate that information is 
the secret to the game. Yes. I know it 
all sounds long winded, but trust me on 
this one! 

Although money might seem like the 
most important thing m the game it's 
no substitute for power, and that's 
what we're going to show you how to 
get. So load it up, base yourself in 
Luebeck, do all the usual borrowing 
and then trade between Luebeck and 
Malmoe taking wine or salt from the 
first and wood or wool from the sec- 
ond. As the journey is short, you should 
be able to pay your money back quite 
quickly and then you can start to have 
some fun. 



BUY LOW, 
SELL LOW 

At the start of the game concentrate on 
shifting cheap goods such as salt and 
corn. You can carry quite a lot to begin 
with, and the low price means low risk. 
You know it makes sense 1 

Also, watch out for the arrival of the 



spice fleet. If you choose 'Quick Start' 
at the beginning of the game, the spice 
fleet will already be docked in 8rugge, 
so get there straight away for a bit of 
'get rich quick'. Buy as much pepper as 
you can, and then stay in the dock for 
a couple of weeks. Before you know it. 
you can sell the stock for twice the price 
you paid, making a fortune into the 
bargain! 

As well as pepper there are a few 
other sure-fire winners, but only if you 
buy them in the correct locations. For 
example, the best place to buy furs is 
in Nowgorod, and the best place to sell 
them is London. Similarly, buy your 
wine in Brugge, oil in Bergen and your 
hemp in Danzig. If you want to deal 
with smaller items, buy salt in Luebeck 
and sell It in Stockholm. 

Your choice of commodity is very 
important in the public eye. If you only 
deal in substantial goods, such as meat 
and fish, you will appear to be a very 
dull trader in the eyes of your follow- 
ing. Oeal in flash things like furs and 
wine if you really want to get noticed 
- and, let's face it. who doesn't? 

Once you have a little money you'll 
obviously be looking for ways to make 
even more, and that is where using 
other ships comes in. The cheapest - 
and fastest - dockyard to use is in 




people of that town. 

Look after your ships and office at all 
time. Make sure you always leave 
enough money in the office and keep 
checking the condition of your ships, as 
every repair takes up valuable hold 
space. If you have a ship that is a corn- 



throw a party! Paaaaarrrttyl Yes. 
indeed, and if you've found that every 
party you've tried to throw has ended 
with guests dying of hunger and thirst, 
then here's what you do. Build yourself 
a warehouse and stick thirty loads of 
the following in it: Meat, Fish, Ale. Wine 



setting up a guard ship in front of the 
town you know the pirates are heading 
for and capture them as they enter the 
port, which leaves you with a new ship 
as well as the undying thanks of the 




take many years, so don't expect too 
much too quickly. In fact, don't expect 
to even rise to the rank of 'Hopeless' 
in the public eye until at least 
three years have passed! 
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Nowgorod, and all you have to do to 
build a ship generally is to load up with 
hemp. The town usually has most other 
materials necessary, so what are you 
waiting for? 



spute. 11 you n«ive a snip inai is a com- 
plete wreck then sell it. At the auction 
bid against yourself occasionally to up 
the asking price, but don't go too high, 
as you'll end up paying a large amount 
of cash for a ship that was yours any- 



ine lonowing in u: rvieai, nsn, Aie. wine 
and Corn. Then throw your party, and 
everyone will say 'What a beautiful 
feast!'. The best days to throw a feast 
are between the 24th and the 29th of 
December, by the way. The same loads 



way! 



HOW LOW 
CAN YOU CO? 

There is another way to get ships but 



LOW CEILING 

Becoming Mayor is a long and treach- 
erous affair, so get ready to wait. The 
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apply at weddings. 

Speaking of weddings, the best 
woman to marry is the grieving widow 
of a Bargeman. Not because she'll be 
gorgeous but because, as a dowry, you 
will receive two massive ships! I can't 



heap of trouble should people find out 
about it. Dealing with pirates is always 
a risky business, but it could leave you 
with an entire fleet for next to nothing 
if you play your cards right. Hand over 
a fully armed ship to a pirate as far from 
your home town as you can and he will 
sell you every ship he captures for a pit- 
tance. 

You could always turn the tables by 
settinq up a auard shin in front of the 



years, and if you play the game cor- 
rectly you should see your votes increas- 
ing rapidly. 

The simplest way to gain votes is to 




where else! 

Join as many guilds as you can, and 
trade between as many towns as you 
can. Bribe council officials and give 
large amounts of money to the church 
and the poor. This way you will soon be 
honoured as the trader of the year all 
over Europe - vital if you are to stand a 
hope of becoming Alderman eventual- 
ly. But have patience! These things can 

take manv vpars <n rinn't pwhacI Iao 




You've smashed your way through men, ores and skeletons like there's no tomorrow. Now 
are you ready for some really tough stuff? Yeah? Good, J cos here's the second part to our 
comprehensive solution. 





When you find the bank, don't go 
in. Instead, head for the back 
door by travelling right around 
the square. However, you'll find 
your way blocked by around fif- 
teen very, very hard town guards. 
Before wading in, weaken them 
with arrows and the highly-effec- 
tive lightning spell. 






Zubaran ^% 
Warrior %jj 
3-funan 

Jlevel : 9 

Expert enoe s 27000 

Vitality : 66 

Physical : 97 

psychic : 100 

Teara spirit : 34 



lime to go shopping. Go to the very south-east of town, where 
you'll find a pet shop, and buy a parrot, a monkey, a magpie 
and an eagle. Now go to the armoury opposite - it's the priciest 
in the game but it does have the best stuff, so buy whatever 
you can. Now go to the provisions shop just around the corner 
to the south and buy five ropes. Find the provisions shop that 
sells potions and buy Humbolg for the troublesome priest ✓"^ 
and Jablou. Eat to get your strength back to maximum. / 
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< .in and then head for the docks. 
At this point, you should be carry- 
ing at least 10.000 Po and an Iron 
shield. If you aren't. I suggest you 
collect these things before 
turing further. 



As you wandered through the passage, one of the party will have comment- 
ed on a draught coming from the east wall. This is. in fact, a secret door. 
Walk up to the piece of wall and then walk through ft. You are now free to 
leave the prison. 



•J £ From the harbour sail to Irvan't HIand and follow the east coast all 
the way around until you reach the far side of tho forest Hcrv you 
will find a wandering magician, who will tell you that he charges 
10,000 Po for his services. Oh happy day! You just happen to be carrying 
that exact amount, so pay the man. He will ask you to send your eagle out 
into the wilderness. Do this. 








the eagle 
returned 
Check your map and 
what do you find? 
Yes, you have almost 
completed it! 
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Head west now, all the way to the coast, and locate the standing stones. 
These lead in a line to a small jutting crop of land, at the end of which is a 
standing stone with a relic at the foot of it. Pick up the relic, and the rock 
turns into a Golem. Kill it as quickly as possible, and then turn and kill its 
friend. That's all you need to do here, just head for the harbour and make 
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Unfortunately, it's a lot easier to I* 
tackled when running at low speech 
but if you have the reflexes you nee 
never lose the ball again! Well, occa- 
sionally maybe. 

Football shorts don't come wm 
screw-in studs, so keep your players or 
their feet! Beware of sliding unneces 
sarily • the only way to do that is ken 
your finger off the fire button unt- 

you're sure that a tackle will connect o* 
that you will definitely get the baJ 
Stabbing frantically will just result r 
your team lying on the floor while tt* 
opposition run rings around ihem, ane 
that's it you're lucky. In a worst cav 
scenario you'll end up fouling someorv 
and before long you'll start losing pla> 
ers. Remember: Careless play costs play 




DEFEND 
YOURSELF 

If you're one of those people who find 
that every lime they try to move they 
get tackled, then try to figure out 
what's wrong with your playing style. 
Are you attempting long passes with- 
out first checking the scanner? Are you 
trying to get too far or do loo much 
with a single player? If so. then you 
need to learn the benefits of defensive 
play. 

Practise passing as often as possible, 
as this stops the computer teams from 
homing in and marking you. You'll 
soon find that playing like this will get 
you far furher up the field than hoof- 
ing the ball as hard as you can. 

There is another way to pass, you 
know. You don't have to use the Dini 
passing system if you don't want to. 
One way to do it is to run with the ball 
towards another player, and then stop 
dead in your tracks. As you would pre- 
dict the ball will continue rolling, right 
to the feet of the next player. As the 
ball is travelling, control will swap 
between the two players, so you should 
be ready to grab the ball and run. 

Watch very carefully for computer 
players coming in to tackle, especially 
when you are waiting to pass. Quickly 
check the positions of other computer 
players and see if you are going to be 
able to make a pass without being 
intercepted. If you can't you're going 
to have to hold your own for a moment 
until you have a clear pass. The easiest 
way to do this is to keep your back to 
the attacking player all the time. This 
way he won't tackle you - computer 
players only tackle from the front and 
sides. However, don't keep it for too 
long, as sooner or later he will get fed 
up waiting for you and sliding tackle 
you from behind - you never know, the 
referee might not see the foul. 



TAKING RISKS 

The best place to try and score from is 
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so practice them as often as possible. 
It's a much more predictable way of 
turning the direction of play while 
remaining in control of the game. 

Finally, a word on aftertouch - a 
much neglected and wasted part of the 
Goal! armoury. Using aftertouch is a 
true test of skill, and can make the 
game immensely satisfying to play if 
you can get the hang of it. Spend some 
time practicing the various aftertouch 
curves and dips, especially into the goal 




from odd angles, and you'll be sur- 
prised at the difference it makes to your 
scoring ratio. 

Once you have the hang of it, try this 
shot: line yourself up with one of the 
goalposts in your opponent's end and 
then run towards it with the ball. Now 
shoot directly forward, and then steer 
the ball inward towards the centre of 
the goal. Most shots of this nature will 
force the keeper to dive towards the 
post, leaving the ball to sail into the 
net 

That's about all we can tell you for 
now, but those simple exercises in con- 
trol should improve your playing no 
end. Who can say. before you know it 
you might even end up playing better 
than us! We doubt it, but you never 
know! 




the nine-yard box. Yes, it probably 
sounds very risky - and in most cases it 
is, as the keeper will invariably just step 
forward and take the ball from you. 

What you want to do in the spare 
moments you are sometimes allowed is 
get in a supershot. This is a shot calcu- 
lated by the computer to beat the keep- 
er, with height and direction figured 
out on your behalf. All you need to do 
is tap the fire button and see what hap- 
pens. This doesn't always happen, of 
course, but if you have a player with a 
good shooting ability, well, you never 
know. 

Headers are easy to perform but very 
hard to control No matter how exacl 
you try to be, there's no definite way 
to set the direction the ball will travel 
in Overhead kicks are a far safer idea, 






Son of the Empire 

Finally we come to the last levels of the 
entire game! Yay! It's taken us months to 
tell you all about it, and now we're 
completely sick of it! No, only kidding! In 
fact, we've enjoyed every minute of it so 
much that we're going to re-run the entire 
solution in a special 16-page supplement 
next month! But enough of this happy 
banter, great things are afoot! How many 
more exclamation marks can I possibly use! 
(Loads, probably! - Ed) 




but this is another complicated one. 
Move character A onto teleport T1 and 
they'll appear on the west side of the 
skull tile. Get character 8 to press the 
pillar button PB1. 'A' will be hit by a 
teleport spell and sent to the floor rune 
in the south-east corner. 

Get character C sent over by step- 
ping on T1 and get B' to press PB once 
again Quickly get 'C to stand on the 
skull tile before the teleport spell hits 
'A'. 'C will then be teleported to the 



skull tile by the shooting pillar in th 
north. Teleport him to pillar button PE-. 
and push it to open the path to th. 
chest Teleport again to reach the che* 
take the bronze key and leave. 

ROOM 26 

This is without a doubt the toughev 
room you'll have come across BcfOH 
even thinking about attempting it, rear 
this part very carefully and commit it U 





memory, as you'll need to act fast and 
travel light to get through * Make sure 
all your characters are at full strength 
before entering as you'll take loads of 
damage and you'll need all four char- 
acters to complete the room. Ready? 

Your aim is to reach the'north exit, 
and you'll need to destroy all the mon- 
sters m the room before you can begin 
to solve it. With all of the monsters out 
of the way, quickly move three charac- 
ters to the only safe areas there are - 
the three skull tiles in the south of the 
room. The fourth has to make the run 
to the south-west and press the pillar 
button. A floor tile will appear letting 
you reach the north-west. 

Watch out for the teleport pad. If the 
three skull tiles aren't occupied, you'll 
get sent back. To open the door you'll 
need the ruby key which you should 
already be carrying. Go through and 
stand on the switch. This will lower the 
spikes and you can run to the north 
exit. Phew. 






GUADITO LEVEL 1 
ROOM 26 
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LEVEL 2 

This level contains the fourth and final 
shard you're trying to collect, thankful- 
ly, and what's more it only contains two 
puzzle rooms. However, don't think 
that they're are going to a breeze 
because they am i. They are, in no par 



ticular order. Rooms 8 and 20. To get 
through Room 11 you'll need a topaz 
key, so keep your eyes peeled. When 
you eventually reach Room 22 you'll 
recover the fourth and final shard of 
amulet, which you should return to 
Auntie Sushiana as soon as you can. 
Then she can begin working her magic! 



ROOM 8 

This room is broken up into four sepa- 
rate areas, and you'll need to leave and 
reenter the room at various points. Your 
eventual aim is to leave by the west exit 
Here's how to do it. As you enter from 
the south, step on T1 to be teleported 
to T2. Now leave by the north door. 

Come back with the ruby key and 
unlock the right-hand north door. In 



GUIDATO 
LEVEL 2 



this area open the chest and take the 
iron key. Leave and return by the other 
north door and step back on T2, which 
will return you to T1. Leave the room 
and come back in with the Runemaster 
as the leader. 

Get him to cast a Missile Damage 
Surround Missile Damage spell at point 
X. The spell will hit the floor rune in the 
west of the room and turn the water 
tile into a skill tile. Now you can just 
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GUIDATO LEVEL 2 
ROOM 20 



walk to the west door and unlock il 
with the iron key. 

ROOM 20 

In tins, the final room for this month, 
you'll need to open the east door by 
some rather unusual means. Move 
character B onto the leleport pad. and 
he'll be teleportcd to the rune in the 
middle ot the room Leave by the west 
exit and return later with the A*ure key. 
Stand on the middle rune and get 
another character to pull the pillar level. 
'B' will then be teleported to the east 
side Unlock the north-east door, walk 
to the pillar button and press it The pil- 
lar will turn and face the character 
\ who originally pressed the button. 
_ \ Now stand the remaining three 



characters onto the other three floor 
runes. Leave one by the pillar button 
and lever , and get that person to pull 
the lever. The shooting pillar will open 
fire, sending a bolt flying off each of 
the characters in turn and eventually 
opening the east door. You can now 
leave. 

AN ODD 
SHRINE 

LEVEL 1 

I might as well tell you now ■ summon- 
ing the Eternal Champion was a big 
mistake. Yes, I know it's what you've 
been doing all along but, hey, we're 
sorry. We only just found out ourselves 





in SHRINE LEVEL 1 ROOM 4 



TWIT 
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Blade, though you'll have to follow the 
complex solution to rjet it, and once 
you have it only Ihe Assassin can use M 
Alter that, though, you can get nut and 
lake on Tetiahagael and banish him, 
thereby finishing the game! 
Congratulations. Oh. those room 
descriptions... 

ROOM 4 

This room is broken up into four main 
regions You'll need to use the north- 
east teleporter to gain access lo the 
other exits Get a character to stand on 
the first teleport pad, and they will be 
sent to Ihe grid in the top corner of the 
room. At this point, a surround teleport 
spell is cast by the shooting pillar onto 
the rest of the group. At the moment 
the spell hits, step onto the relevant 
teleport pad in the corner group to 
send everyone to the new exit. For 
example, stepping on the north-west 



SHRINE LEVEL 1 



pad will send everyone to the north- 
west area of the room (i.e. where you 
came in) You get the picture. 

ROOM 10 

Another room divided into four seper- 
ate areas. Your aim is to reach the tele- 
port pad in the middle of the room 
which has a key on it The first thing 
you need to do is get a character on 
each of the rune tiles in each quarter of 
the room. Unfortunately the only way 
to do this is to kill each member of your 
party in turn and leave their bones on 
the runes. Get your Runemaster lo do 
this with each one, leave and come 
back for the next one. Once the three 
are dead, get the Runemaster to cast a 
Missile Vivify at each pile of bones until 
your party is alive once more. 

Now pull the pillar lever Four skull 
tiles will appear connecting the four 
areas together, and you can reach the 
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door to the centre tile. Use a Diamond 
key to open it, and take the key in the 
middle There you go! 

ROOM 35 

Obviously what you want to do here is 
get to the chest in the north and take 
the Eternal Blade from it. To get to it, 
though, you have to pass through the 
four doors that won't open This is a bit 
tricky, so read this bit carefully before 
you attempt it, 

Firstly, get the Runemaster to cast 
Missile Damage at the floor rune near 
the entrance. The shooting pillar will 
fire, and the first door will open. Right, 
we're on our way Now get Character 
B to step through the open door, and 
get the Runemaster to cast Missile 
Damage Damage at the rune and the 
second door will open. Get 'B' to step 
through this door Now get the 
Runemaster to cast Missile Damage 
Damage Damage at the rune. The third 
door will open, but the first two will 
close. 

Get 'B' to step through the third 
door and cast Missile Damage Damage 
Damage Damage at the rune, and the 
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SHRINE 
LEVEL 1 
ROOM 35 



last door will open Now walk 'B' 
through the last door and get him to 
stand on one of the skull tiles in the 
north-east area Now follow the same 
procedure for the other two characters 
until all three skull tiles are occupied. 
Finally, open the first two doors as 
usual. 

Now you'll need to get the 
Runemaster through the doors and cast 
the spells at the same time This is the 
tricky bit. Stand him at position X and 
cast Teleport on him. Now cast Missile 
Surround Damage Damage Damage 
Continuous Damage Damage Damage 
Damage at the floor tile next to the 
rune As soon as the spell is cast, tele- 
port the Runemaster to the position 
between the second and third doors 
before the first two close. The third and 
fourth will open, and he'll be able to 
walk through. 

Stand the Runemaster on teleporter 
T1 and open the chest When you want 
to return to the south exit |ust use T2. 
There you have it! Now you can defeat 
Tetrahagael and run off with all the 
glory! Thank you for sticking with us all 
the way. 
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Alright pop pickers, here's the top ten tips of I 
host Mr d Tippity v Tips. If you know any inform 
kind of thing) that you'd like to share with yoi 
gladly pass it on. You never know, I may even 
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COAL! 

Virgin 

Matthew Bennett came up trumps with 
this rather smart cheat for Dino Dint's 
stunning footy sim. Cheers, mate. I'll be 
sending you a top piece of software in 
the near future - give Simon a call if 
you've got a preference as to which 
game you'd like and he'll do his best to 
sort you out. 

Anyway, the cheat goes like this: If 
you have a man or two sent off during 
play then call up the subs bench (by 
pressing the left ALT key), click on the 
man who was sent off and as if by 
magic a new bloke should come on. 
Watch out. though, because you can 
only perform this little trick twice. Mar- 
vell-ous! 



TRANSARCTICA 

Silmarils 

We extensively tipped this train sim a 
few issues back so I reckon the time is 
right for me to reveal the full cheat 
mode. On the options screen just click 
in a corner of the screen, pressing Ctrl 
and Alt at the same time. If you've done 
this correctly, clicking in a corner of the 
screen will award you with these spe- 
cial bonus things, as shown below. 

• Clicking in the top-left corner gives 
you a fully-loaded train. 

■ Clicking in the top-right corner 
improves the strength of the enemy, 
which is always handy. 

• Clicking in the bottom-left corner will 
give you a super train and all the 
objects you need to win the game. 

• Clicking in the bottom-right corner 
will complete the game! 



wrong there, David - you weren't hint- 
ing at something, were you? 

You know how you normally can't 
select Tug Gurny as your co-pilot 
because he's MIA. Well, enter the pass- 
word as BVYFIRC and he'll be instantly 
reincarnated and ready for action. If 
you want to play with him. so to speak, 
then you'll have to rub out the pass- 
word and start your campaign once 
he's been selected because not doing 
so will call up the end-of-game con- 
gratulatory sequence. 



NICKY 2 

Microids 

Nicky's second Amiga outing wasn't 
exactly memorable but if you're strug- 
gling away on this decidedly average 
game then here's a helping hand in the 
form of level codes. 

1 NO CODE 

2 DRACO 

3 ATIKH 

4 FIR AM 

5 LURNA 

6 PALET 

7 MIURA 

8 SLORY 



FLASHBACK 

US Gold 

Yes, yes, yes - 1 know we printed level 
codes a few months back but there 
seems to be some confusion as to 
which version they're from. However, 
help is well and truly at hand in the 
form of Stephen Smithess from Haynes 
who spent simply ages discovering 
these. Cheers-earsl 



JOKE CORNER! 

In a desperate bid to blag a copy of 
Gunship 2000, Peter Allan from Liverpool sent in some Flashback 

codes (sorry mate, pipped to the post by Stephen Smithess) 
and a cheat for John Madden (like, wow!) plus a few jokes - the 
best of which is printed below. You don't win Gunship 2000, I'm 
afraid, but you made us laugh anyway. Thanks. 
Anybody else got some good gags? 

"Miss, Miss) Tracey's made a puddle on the floor! 
"Oh Tracey, why didn't you put your hand up?" 
did. Miss, but it trickled through my fingers." 
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DESERT STRIKE 


LEVEL 


EASY 


NORMAL 


EXPERT 


Electronic Arts 


1 


WIND 


FIRE 


MINE 


David Barlow from Sheffield is the chap 
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SPIN 


BURN 


YOUR 


to thank for this tip so if you fancy writ- 
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KAVA 


EGGS 


NEST 


ing a letter to him to express your grat- 
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HIRO 


GURT 


LINE 


itude then send them to me and I'll 
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CHIP 


LISA 


pass them on. David also mentions 


6 


GOLD 


TREE 


MARY 


that he's heard Syndicate is a very 
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BOLD 


MICE 


, \ good game. Well, you're not 
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ER, THANKS 

I'd like to say a big, big thank you to all the software houses that have 
struggled to produce the high-quality tips that you see in the Kill Zone 
pages preceding this page- So cheers to Millennium, Daze, Virgin, 
Grandslam, Daze (again), Mindscape and Audiogenic, your hard graft 
is well appreciated. Hang on, did I mention Audiogenic? But where are 
the Graham Gooch tips? Let me tell you a little story. 

At the beginning of the issue, the editorial team sat down and 
thrashed out ideas for the tips section. Deciding that Graham Gooch's 
World Class Cricket was a 'hot' game at the moment, they allocated two 
pages (or a spread as they love to call it) and contacted Audiogenic, the 
game's publishers with their requests. "No problem," said the helpful 
person at Audiogenic, "we've got stacks of helpful hints which we'll send 
off to you straight away." 

Presented below are the tips they sent us. And if you don't mind us 
saying, they're the saddest excuse for a player's guide we've ever seen. 

• Don't always bowl at top speed - some batsmen can be fooled by a 
slightly slower ball. 

■ Right handed batsman are generally weaker on the left-hand side. 

• If you link your computer to a video recorder and tape specific shots 
then you can rewind the tape and have instant Action Replays. 

• Link the computer to a video, set the options to computer vs com- 
puter and go out. When you come back you can watch the match by 
replaying the tape. 

As you can see, the last couple are particularly brilliant but we don't feel 
they've gone far enough. Here are another few that we've thought of to 
increase your enjoyment... 

• When you're replaying your video- recorded match, sit forty yards back 
from the TV or monitor and squint for a more authentic feel. 

• If you haven't seen rain during the game then simply empty a bucket 
of water over the screen and press the pause button. That way rain will 
stop play. 

• Turn the brightness down now and again to simulate poor light. 

• If you have recorded a computer vs computer match while you were 
out and are just settling down to watch it then go out and get a life. 
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ber already? It seems like only last 
h that it was September! And of 
e it was, not that I care what the 
h is because people always have prob- 
so I'll always be here. Sit down, 
n you blouse, close your eyes and let 
the Medic... soothe you. 



r Doctor, 
m going mad because I just 
s Music World in the game 
I would appreciate it if you 
ive me some cheats. 

Timmy Corcoran. 
Mtllstreet. Co. Cork. 

ctly the longest letter I've 
s month but fairly easy to 
When the game first 
up, wait until the high- 
ble appears and type in 
I5H followed by Return, 
ction keys will now trans- 
>u to the corresponding 
vel, while 1 will make you invin- 
ble, 2 will take you to the next 
age of the level you're on. 3 will 
ike you to the start of the next 
ill level and 4 ■ well, just have a 



?ar Malt, 

ease can you give me a cheat 
mited lives or to jump a level 
I die so quickly it's driving me 

Thomas Boyle, 
Greenock, Scotland. 

ial censorship makes it dif- 
or me to answer that ques- 
>ut if you type in WHAT A 
LOAD OF B'LL'CKS (don't 
the spaces and use your 
lation as to which letters 
terisks represent!) on the 
ter selection screen, you 
I be able to pick the start- 
up) by pressing any key 
en 1 and 5. 



recovered the magnetic card from the 
Father Superior's room but what must 
I do now? The main entrance is locked 
and if I try to reach (he teleport beam 
the three monks catch and kill me 
Help! 

Brian Smith, 
Nettleham, Lincoln. 

Okay... once you have the card 
you need to go back to the wine 
cellar and use the remote device 
on the barrel that is on top of the 
ladder. You should now discover 
a secret passage that leads to 
another lab like the one behind 
the map in the office. See what 
you can do from there. 



©Dear Matt. 
I'm stuck in INDIANA JONES AND 
THE FATE OF ATLANTIS in the under- 
ground labyrinth in Crete but I don't 
know why. Is there any chance that 
you may help me find Sternhart's 
staff? 

Scott Wiseman, 
Whitehall, BanH. 

My informed source tells me that 
depending on what path you're 
playing, the staff will always be 
by Sternhart's body or very near. 
You then need to use this with 
the chock to free the counter- 
weight on the platform. 



©Dear Doc. 
I've got OPERATION STEALTH 
and I am going mad over it. I'm tied 
up with the girl and don't know how 
to get a bracelet off the man on the 
beach. Can you help? 

Richard Avery, 
Cornwall 



TPS SHOW-OFF SHELF 

Thanks for the excellent response to last month's pleas - we're all 
jolly impressed down here I can tell you. Don't forget, if you want to 
join my staff just write in to 'Matt's Show-OH Shelf' at the normal 
ress. Special thanks to Stephen Totten for his help this month. 



FREE PRESCRIPTIONS 

■ Nurse Mark Robins has this advice for Crazy Mazzy: You must get 
your mage to wear the mask of second sight then make him party 
leader. Now you will be looking through the mask and the problem 



Is solved 
■ Doctor 



■ Doctor Stephen Totten answers a number of questions raised last 
month: 

In HEART OF CHINA: Open the door to find Kate with two snakes. As 
Lucky, use the gun on the nearest snake - the second snake will bite 
Kate no matter what. Kill the second snake with the gun, then click 
on Kate and go to the end door. 

To solve Richard Burke's OPERATION STEALTH problem Stephen sug- 
gests: USE your money on the bank clerk to change it You will still 
have some notes left so USE this on the clerk again. Go to the flower 
shop and buy a red carnation (USE money on florist and TAKE flow- 
er.) Go to the park, sit on the bench and save the game. Your contact 
will arrive shortly after. 

Finally, MCDONALDS LAND: Type in SPICY BEANBURGER on the intro 
screen for a cheat. 



screen tor a cheat. 

MEDICATION REQUIRED 



- Philip Hinds from Cheshire wants to know if there's any way of get- 
ting rid of the Ouadipus in ARABIAN NIGHTS without losing lots of 
lives. 

• Darren Gibson from Co. Fermanagh wants to know how to launch 
the rescue pod on Mission Four of F/A-18 INTERCEPTOR. 

• Stephen Palmer from Dorset is desparate to find Frey's Spear in the 
Utgard world of HEIMDALL 

• Mike Cooper from Hull wonders if they are any cheats for THE LOST 
PATROL floating around out there 



OPERATE the ground and you 
should find a piece of sharp 
metal. USE the metal on the 
ropes and then OPERATE the pick 
axe repeatedly at the right of the 
screen, just above the rock you 
were tied up against. 

Now you can exit through the 
hole that you've just made and 
make your way back to the bank 
and exit the screen bottom left - 
you should now see a man on the 
beach. Speak to the man and USE 
the coins on the man. Huzzah! 
You should now be the owner of 
one bracelet. Please call again - 
I'm always happy to help. 



©Dear Matt the Medic. I am 
indeed stuck! In LOOM how can 
I convince the shepherds that I'm a 
wizard. I've tried all the tricks I know 
but I'm still stuck. 

Alastair Kerr, 
Co. Tyrone, N. Ireland 

Good timing here 'cause I've just 
recently completed this myself. 
You need to go into the emerald 
fortress and look into the future 
viewing crystal. Look into it a 
few times and it will show you a 
number of scenes yet to happen 
- one of them being how to pass 
the shepherds. 



THE SURGERY IS NOW CLOSED 

Sorry, but that's all folks. Only another month to go 
before the surgery is open for business again so make 
sure you send your problems to: Matt The Medic, Games 
Surgery, THE ONE, Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. Please don't phone in or send in 
SAEs as I can't answer your queries personally and I'll 
only use your stamps for my own personal use! Don't 
say I didn't warn y 
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MAY 1992 MHHM^^^H 
ON THE DISKS! Playablo domol of Fire & Ice 
and The Humans, an Interactive Bullfrog 
interview plus three excellent PO games: 
Yelpl, Microbes and Asteroids! 
WIPPED! Sabre Team, Aquatic Games, 
Shadoworlds and The Humam! 
REVIEWED! Indy IV arcade game, Project-X, 
Eye of the Beholder 2. Fire ft Ice, Apldya 
and many morel 

TIPPED! Complete solutions to Heimdall 
and Willy Beamish, a player's guide to 
Robocop 3 and the start of the 
Shadowlands guide! 

PLUS! The Magnificent Seven! The ultimate 
Amiga! Two free badges! 

1 992 eimikssssssssssssraVeaeatJealsssssssaai 

ON THE DISKS! Playable demos of Indy IV 
arcade game, Pushover and Striker, F1GP 
cheats plus two PD games: Team 17'§ 
Waggle-O-Mania and Galaxiansl 
WIPPED! Premiere, Zool, Galactic and 
Rookies! 

REVIEWED! Sensible Soccer, Jaguar XJ220, 
Floor 13. The Addamt Family, Wiikid and 
many more! 

TIPPED) Complete player's guides to 
Harlequin and F1GP and the second pari of 
the Shadowlands solution! 
PtUSt Team 17 interviewed plus preview 
round-up! Free Ocean badge! 

JULY 1992 ■■■■■■■BTeeaBeaTaeaeeeeeeeeeeeeeeee* 

ON THE DISKS! Playable demos of Red Zone 
and Galactic plus FIVE complete PD games: 
Battlements, Dragon Tiles, MeoaTron, 
Omega Race and Hollywood Trivial 
WIPPED! Lotus 3, Wing Commander and The 
Carl Lewis Challenge) 

REVIEWED! Lure of the Temptress, Monkey 
Island 2, Ishar, Striker, Championship 
Manager and many more! 
TIPPED! Player's guides to Parasol Stars, 
Epic, John Madden Football and Eye of the 
Beholder 2 1 

PLUS! The One games challenge! Free Dune 
poster! 

AUGUST 1992 ssssssssssssssssssejeaaaaaaaaaaseaaeaal 

ON THE DISKS! Playable demos of Troddlers 
and California Games 2, antra missions for 
Epic plus three PD games: Wiuy's Quest. 
Duel and Match Patch! 

WIPPED! Walker. Nigel Mansell, Curse of 
Enchantla and Frontier: Elite 2! 
REVIEWED! Civiliiation, Hot. Cra«y Cars 3, 
Liverpool, California Games 2 and many 
more! 

TIPPED! Player's guides to Sensible Soccer, 
Striker, Space Crusade and Fire ft Ice, and 
the start of the complete Monkey Island 2 
solution! 

PLUS! Renegade Interviewed! The start of 
the Uridium 2 development diaryl 



SEPTEMBER 199? 



ON THE DISKS 1 . Playable demos of Premiere, 
Tiny Skweeks and Match of the Day, 
Flashback preview and three PD games: 
War, Nebula and Croak! 
WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 2t 

REVIEWED! Premiere. MegaTraveller 2, Guy 
spy Fascination, Shadow of the Best 3 and 
many moral 

TIPPED! Player's guides to Graham Taylor, 
Civilization and Fire ft Ice (pt 2) and the on 
ooing complete solution to Monkey Island 



OCTOBER 1992 ^ mammmm ^ mmm ^ ma 
ON THE DISKS! Three disks this month, con- 
taining playablo demos of Assassin, KGB 
and Flreforce plus 2 PD games: Cybernetix 
and Sub Attack! 

WIPPED! The Chaos Engine, Legends Of 
Valour and the final instalment of Frontier: 
Elite 2! 

REVIEWED! Putty. The Humans. Aquatk 
Games, Lotus 3, Zool, Troddlers and many 
more! 

TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 



Being a person of discerning taste you are no doubt a 
regular reader of The One, the bible of all that's tops in 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 

didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
didn't you place an order? 
Whatever, here's your chance to fill in those gaping 
voids in your magazine-related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 
sold out - we're just so damn popular! 
To order simply fill in the coupon below, write out a 
cheque/postal order for the required amount and send it 
to: The One Back Issues Dept, Tower Publishing, 
Sovereign Place, Lathkill Street, Market Harborough 
LE16 9EF. For more info call: (0858) 468811. 



tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 
PLUS! Those end-game sequences revealed! 
Westwood Studios interviewed! 

NOVEMBER 1992 •■aeassssssssssssssssssssssssssssssej 
ON THE DISKS! Playable demos of The 
Chaos Engine and Lionheart plus five PD 
games: Revolution, Bridge Ball, Flag 
Catcher, Biplanes and Tank Attack! 
WIPPED! Street Fighter 2, Gunship 2000, 
Dark morn and Desert Strike! 
REVIEWED! Wing Commander, 
Shadoworlds. Road Rash, Curse of 
Enchantla, Legend of Kyrandia. Assassin 
and many morel 

TIPPED! Complete solution to Hook and the 
second part of the Eye of the Beholder 
solution! 

PLUS! Sensible Software Interviewed! 



Gunship 2000 and Datek Attack plus a pre- 
view of Archer Maclean's Pool! 
WIPPED! Microcosm and n--sula on CD. 
Dune 2 and Superha*s**"rT\A 
REVIEWED! Ivf ^^Aenture, 
Street Fighti irTlTTd, KGB, 

Waxworks an-e^frany more! 
TIPPED! Player's guides to Assassin and 
Wing Commander, the start of a complete 
Legend of Kyrandia solution and a 
complete solution to Dlfry: Prince of the 
Yolkfolk! 

PLUS! 1993 previewed! The One awardsl 
Stunning Dave Gibbons cover! 



FEBRUARY 1993 



DECEMBER 1992 



ON THE DISKS! Playable demos of Sensible 
Soccer VI. 1, No Second Priie, McDonalds 
Land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Superfrog, Star Trek and WWF 21 
REVIEWED! Legends of Valour, No Second 
Pri*e. McDonalds Land. BC Kid, Nigel 
Mansall. Lethal Weapon and many more! 
TIPPED! Player's guides to Zool, Putty and 
Wiikid plus the last part of the Eye of the 
Beholder 2 solution! 

PLUS! The A1200 revealed! Richard 'Mr 
Music' Joseph interviewed! 



ON THE DISKS! Playable demos of Darkseed, 
Universal Monsters and Superhero! 
WIPPED! Space Hulk. Chuck Rock 2 and 
Ambermoon) 

REVIEWED! The Chaos Engine. Dragon's Lair 
3, WWF 2. Darkseed, Sleepwalker and many 
more! 

TIPPED! Player's guides to Street Fighter 2, 
S en sl soccer VI. 1, Sabre Team and Flreforce 
plus the on-going Kyrandia solution! 
PLUS! Commodore's ex-boss Kelly Sumner 
Interviewed! 



MARCH 1993 



JANUARY 1993 



ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog - along with playable demos of 



THE ONE BACK ISSUES OFFER! 

Please send me the following back issuefs) of The One: 



ON THE DISKS! Playable demos of 
Superfrog, Flashback, Prime Mover and 
Woody • World, plus a complete PD game: 
Oblivion! 

WIPPED' Liberation: Captive 2, Woody's 
World, Ishar 2, Blaster and amny morel 
REVIEWED! Body Blows, Lionheart. 
Flashback. Transarctica, Walker, Lemmings 
2 and many more! 

TIPPED! Player's guide to Legends of 



Quantity. 



I enclose a cheque/postal order made payable to EMAP Images for £ 

(Hates per magazine: UK - 15.99; Europe ■ 16.50 Overseas • CB.30) 



Name:.... 
Address: 



................ 



.. Post code: _ - 



..»*. ...... 



Valour, complete solutions to Indy IV 
adventure and Future Wars and the last 
part of the Kyrandia solution! 
PLUS! Ten good reasons to buy an A1200 
now! Dino Din! interviewed! 

APRIL 1993 easssssssssssssssfl 
ON THE DISKS! Playable demos of FA 
Premier League (collector's Item!), 
Abandone Places 2 and Beavers, plus two 
PD g.imi>t Tr.in*p)jnt .ind Pa c Man Delinfl 
WIPPED! Batman Returns, Cyberspace, 
James Pond 3, The Lost Vikings and many 
mure! 

REVIEWED! Superfrog, Arabian Nights, 

Chuck Rock 2. Abandoned Places 2, Desert 

Strike and many morel 

TIPPED! Complete solutions to Darkseed, 

Dragon's Lair 3 and Indy III, plus the start 

of player's guides to KGB and Bill's Tomato 

Gamef 

PLUS! X-Wing on Amiga revealed (but it's 
actually an April Fool's foke). 

MAY 1993 ssssssssssssssssssssssssssssssssssssssssssssxes^ 

ON THE DISKS! Three bumper disks, boast- 
ing playable demos of The Lost Vikings, 
Legend 2, The Ancient Art of War In the 
Skies, Sink or Swim and Super Cauldron 
plus a complete PD game: Balder's Grove! 
WIPPED! Syndicate, Overdrive, F-117a 
Stealth Fighter 2, Soccer Kid and many 
more! 

REVIEWED! B17 Flying Fortress, Beavers, 
Sink or Swim, Championship Manager '93, 
Nippon Safes and many more! 
TIPPED! Player's guides to Body Blows and 
Nick Faldo's Golf, more on KGB and Bill's 
Tomato Game plus the start of a massive 
Chaos Engine guide! 

PLUS! Alien Breed 2 development diary 
starts! How the mass media covers comput- 
er games exposed! 



JUNE 1993 



ON THE DISKS! Blaster!, a specially- written 
full game for The One, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beam! 
WIPPED! Bubba 'n' Stix, Realms of 
Darkness. Innocent Until Caught. 
Maelstrom and many morel 
REVIEWED! Goal!, Super Cauldron. Ancient 
Art of War in the Skies, Legend 2. The Lost 
Vikings and many more! 
TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 
PLUS! Wo tell you how to get Into the soft- 
ware business! 

1993 ssss»aasBBseseseseseseasesesesesesaa»aei 

ON THE DISKS! Playable demos of Cannon 
Fodder, Global Gladiators and F1 Challenge, 
plus a complete PD game: Baldyl 
WIPPED! Jurassic Park, Settlers, Stardust. 
Simon the Sorceror, HeroQuest 2 and many 
more! 

REVIEWED! Ishar 2, War in the Gulf. Dune 2, 
Gunship 2000. Syndicate and many morel 
TIPPED! Complete player's guide to Arabian 
Nights, Beavers and B17 plus the start of an 
Abandoned Places 2 solution! 
PIUS! Thalion interviewed! 



Trex Warrior, a full game 

The One. 



AUGUST 1993 
ON THE DISKS! 

from Thalion written specially Tor 
plus a playable demo of Ishar 2 and Snakes 
and a complete PD game: Wibble World 
Giddy! 

WIPPED! Total Carnage, TFX, Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many morel 

REVIEWED! Deep Core, Sim Life, Whale's 
Voyage, 1869, flattie Isle '93 and many 

more! 

TIPPED! Player's guide to Dune 2, Gunship 
2000 and Reach for the Skies, the 
Abandoned Places 2 complete solution con- 
tinues while the World Of Legend solution 
starts! 

PLUS! The CD32 is unveiled! Amie's raw 
deal! 



PImh slloar is day* tor orders In be fulfilled upon ratals! of request. All orders are Mib|ect to avail- 
ability • all filial shewn ara available at the timet ef tha Istua going to press (aacapt thosa markad 
Sold Out i 1 . ubvluuily). 
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SOFTWARE PACK 

ZOOL Is Ihe software pack 
of the year. It Includes: 
Zool. Tranewrlte, Pinball 
Dreams and Striker • 
Value C1 27.92. 
All Amlgas from Silica 
(excluding A600 Slsnd- 
| alone and Amiga 4000) 
nclude a FREE ZOOL 
pack a* well as GFA Basic 
and Photon Paint II. 

ZOOL •ftfftm'*dr*r«'-frMr»}iCow<«> * £25 99 
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PINBALL DREAMS - ^^« WM « £2599 

STRIKER -imsmeax.Hscb^ m n C25.99 

ZOOL PACK: £12792 

GFA BASIC ^.S-Po-^a-.^^^-,. £50 00 

PHOTON PAtffM-Wiiiii»aiFisiHM- £8995 
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■ Two cover disks 
every month 
bringing you the 
best in PC 
entertainment 

■ The most 
in-depth, 
up-to-date 
reviews in the 
business 





■ Extensive 
beginners' 
guides for 
configuring 
your PC to 
play games 



Place an order with your newsagent now 




WHO ARE YOU? 



We know who you are. We 
know where you live. Actually, 
we don't, but by God we'd like 
to. So here's your chance to tell 
us all about your good selves 
as well as letting us know what 
you think of The One. 

But why botherl I'll tell 
you. Every completed ques- 
tionnaire we receive will be 
entered Into a large tombola, 
and after November 28th 
1993 we'll get some top-rated 
celebrity or David Upchurch 
to come round and pick a 
completed form at random. 
That particularly lucky person 
will then receive £200 (and I'll 
spell it for you* that's two 
hundred pounds) worth of 
software for their troubles. 
Then we'll got the celeb to pull 
out another five question- 
naires and the sender of those 
will find a software bundle 
worth £50 whizzing its way 
towards them. B-rill-iantl 

That's not all, though. 
We're also looking for readers 
to take part in a few special 
events we're lining up. Some 
people will be asked to come 
to The One Towers and tell us 
In person what they think of 
the mag. Others stand a 
chance of being selected to 
challenge us at their favourite 
game, if we decide to do a 
games challenge. Which we 
might not. 

So what are you waiting 
for! Me to stop wiffling on? 
Okay then. 

PART ONE - 

ABOUT YOU 

1 . What is your name and address? 



Name 

Address.. 



Post Code: 

Telephone number (optional). 



2. Which sex are you? 
O Male 

□ Female 

3. How old are you? 

or under 

□ 7.10 

n 18-19 



] 20-24 
CH 25-30 

□ 31 



or over 

4. What do you do for a living? 

At school 

In further education 
University/Poly 
Full-time employment 
Part-time employment 
Unemployed 
Q Retired 

5. Which of the following gadgets 
do you have access to? 

CD player 

CD-I unit 

Video camera 

Video recorder 

PART TWO - 

ABOUT YOUR AMIGA 

6. Which type of Amiga do you own? 
Q A500 

] A500 Plus 
O A600 

A600HD 
CH A1200 
CH A1500 
CD A2000 

] A3000 

] A4000 

□ Amiga CDTV 
Amiga CD32 

7. If you don't already own a CD32, 
will you be buying one within the 
next six months? 

□ ves 

□ no 

8. Which of the following Amiga 
peripherals do you own or intend to 
buy within the next six months? 

Intend 
Own / to buy 

1Mb RAM expansion 
Second disk drive 
CD-ROM drive 
Hard drive 



□ □ Printer 

Monitor 
Action Replay 
Joystick 

9. On average, how many joysticks 
do you buy during a year? 

□ 0 

□ 1 . 

□ 2 

□ 3 

EU 4 or more 

10. How much time in total do you 
spend on your Amiga per week? 

EU Less than 2 hours 

2-4 hours 

] 5-10 hours 

[Zl More than 10 hours 

11. How do you spend the majority 
of your time on your Amiga? 

[ZJ Playing games 

Programming 
dl Graphics applications 

Sound applications 

Business applications 
[U Education 

12. How much time in total do you 
spend playing games on your Amiga 
per week? 

d Less than 2 hours 

] 2-4 hours • 
Q 5-10 hours 
1. j More than 10 hours 

13. What do you think of the fol- 
lowing game genres (1=hate; 
10=love) 

I I Adventures 
\ I Arcade adventures 
I I Beat-'em-ups 
I I Platform games 
I I Puzzle games 
I I RPGs 
I I Shoot-'em-ups 
Simulations 
Sports simulations 
Strategy games 



14. When you buy a game, which of 
the following strongly influence your 
purchasing decision? 



□ Magazine reviews 
Advertising 

Friend's recommendation 
Display in a shop 

15. How much do you spend on 
games software every month? 

Under £20 

£20 to £30 

£30 to £40 

£40 to £60 

LJ Over £60 

16. On average, how many full-price 
games do you buy per year? 

□ 0.3 

□ 4.6 

□ 7.9 

O 10-12 

□ 13 or more 

17. On average, how many budget 
games do you buy per year? 

□ 0-3 

□ 4-6 

□ 7.9 

O 10-12 

□ 13 or more 

18. On average, how many Public 
Domain games do you buy per year? 

□ 0.3 

□ 4-6 

□ 7.9 

n 10-12 

□ 13 or more 

19. \Where do you usually buy your 
software from? 

High-street chainstore 

Independent retailer 

Mail order 

20. Which, if any. of the following 
computers/consoles do you have 
access to in your home? 

CH Atari ST 

O IBM PC 

□ Sega Master System 
Sega Game Gear 
Sega Mega Drive 

CI Sega Mega CD 

□ nes 
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□ Nintendo Gameboy 
Super NES 

Other (please specify) 



26. Are you interested in subscribing 
to The One? 



21. Which, if any, of the following 
magazines to you read? 

Amiga Action 

Amiga Computing 

Amiga Force 

Amiga Format 

Amiga Power 

Amiga Shopper 

Amiga User International 

CU Amiga 
] CVG 
□ Gamesmaster 
D Other (please specify) 



PART THREE - 

ABOUT THE ONE 

22. Did you buy this issue of The 
One? 

□ y« 

□ NO 

23. How often do you buy The One? 

□ Every issue 

C Often 
CU Rarely 

24. How easy is it to obtain The One 
in your area? 

CU Easy 

dokay 

CU Difficult 

25. Apart from yourself, how many 
other people will look at this copy 
of The One? 

□ , 

□ a 

□ 4 

□ m 

□9-13 

U 13-20 

□ 21 or more 



□ no 



27. 
The 

□ 
□ 
□ 
□ 
□ 



Generally, what do you think of 
One's coverdisks? 

Very good 



Good 
Okay 
Poor 
Rubbish 



28. How much influence do the 
coverdisks have on your decision to 
buy The One? 



□ 
□ 

□ 



Lots 



Some 



None 



29. What is your opinion on the com- 
position of demos and Public 
Domain games on The One's 
coverdisks? 

GAME DEMOS 

ED Not enough 

Dokay 

EZ1 Too much 

PUBLIC DOMAIN GAMES 

(ZZI Not enough 

CU Okay 

EZI Too much 

30. Is there anything else you'd like 
to see on the disks? 



HmiiiifHiiiiiiiHHmiirmtHtitHMtHtimttiiniiH 



...r--.. J ---r. .................. 



31 . Please rate the contents of this 
issue of The One (1-=rubbish; 
10=excellent) 

□ Cover 
Boot Sector 

Zl News 
] Letters 
CD ECTS report 

Work In Progresses 

□ Reviews 

□ Updates 
Replays 

O Kill Zone 



□ Diary of a Game 
Zl PD Zone 

Recommended 



32. If there's any aspect of the mag- 
azine that you particularly dislike 
then please explain what it is and 
how you'd like to see it improved. 



i *MiMMM<l l M » 



33. What do you think about the 
semi-technical features that The One 
has presented (like the CD32 fea- 
tures, the report on the A1200. that 
kind of thing)? 

Excellent 

Good 

Okay 

Poor 

Rubbish 

34. What do you think about the 
way the magazine is split up? 

NEWS 

□ Not enough 
Dokay 

□ Too much 
REVIEWS 

Not enough 
CU Okay 

Too much 
KILL ZONE 

□ Not enough 

Cokay 

□ Too much 

REPLAYS 

□ Not enough 
CZokay 

□ Too much 
PD ZONE 

□ Not enough 

CU Okay 

□ Too much 

COMPETITIONS 
[ZD Not enough 
(Zl Okay 
I I Too much 

35. Are there any aspects of the 
Amiga games scene that you feel 
The One doesn't cover but should? 



36. Are there any free gifts that yc» 
would like The One to give away c 
its cover? 



37. As mentioned earlier, we may be 
looking for people to take part in an 
occasional Readers' Panel (where a 
group of people will be invited to 
The One's offices to chat about the 
magazine) or games challenge (I 
think you know what that means). 
Are you interested in one or both of 
these? If so, tick the "Yes' box for the 
Readers' Panel or list a game which 
you are particularly good at if you 
want to take part in a games chal- 
lenge. Or do both, if you like. 



□ 
□ 
□ 



Yes 



No 



I'm really good at. 



38. Here we go then. Are there any 
ways that you think The One could 
be improved? (Write your 
comments on a separate piece of 
paper if you need to.) 

I H BI I H I HMH U M I IIIIII I I I Mt l lMIIIHM i mil 'i mHH M 



................................ 



............ *. 



.....4*. ...... ....... 



.......... 



Chpprc-earc for your time' Now pop 
this In an envelope and send it to: 
Reader Survey. THE ONE, Priory 
Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU. 











Martyn's ill in 
bed, Andreas 
has nearly fin- 
ished all his 
work, Rico has 
been fiddling 
with a ray-trac- 
ing package and Allister is miffed because he didn't get 
his mug in last month's diary instalment. Yes, it's all 
par for the course in the crazy lives of the Alien Breed 
2 team. You just never know exactly what they'll get 
up to next... 





I t's been a very productive month here at 
Team 1 7 with a lot of the Alien Breed 2 pro- 
I ject coming together very quickly, which is 
I always nice to hear. Here's what the lads 
and lasses have been up to... 

ANDREAS TADIC 

(Programming) 

After finally forgiving Martyn for letting The One 
boys get hold hold of that awful old photo of 
himself from about 1904. Andreas has started 
pulling together all the different aspects of Alien 
Breed 2 and the game is now approaching the 
final stages of development. He's also spent a 
lot of his time this month polishing all his rou- 
tines to perfection. 

The aliens now move a lot faster, are far more 
intelligent and are totally bug-free. In the 
process of programming he's totally 
rewritten the code from scratch, mean- 
ing that there isn't any of the old code 
from the first Alien Breed left in the 
game at all. ISuffice to say. Andreas is 
pretty proud of this.] 

On top of that, a whole load of new 
aliens have also been programmed in. 
including irritable transparent blobs, 
shooting spaceturtles [don't ask) and 
some other very mean b**""ds. [At least 
that's what Andreas calls them - he's is 
getting very heavily involved with the 
game now so we have to spend a lot of 
time trying to calm him down.] 
Andreas doesn't want me to give too 
much away about the different aliens so 
that, in his own words, "you'll have to 
buy the game to see what they are all 
like... he-he-he!" [That's Andreas trying 
for a job in sales.] What is well worth 
mentioning is that the aliens will differ 
more from each other than the ones in 
the first Alien Breed. 

As well as getting the aliens up and 
stalking, Andreas has been trying to 
goad the INTEX computer system into 




life. This will look much better than the first Alien 
Breed's, as we're using tons of stunning colours, 
some new copper effects and putting in loads of 
graphics. Instead of the text used before, we're 
using an icon control system which will make the 
menus much easier and faster to handle. This will 
also give the player an impression of perfection 
and generate a greater atmosphere. (Andreas is 
deeply concerned to get the atmosphere and the 
quality of the game just right - as are we all.) 

One other thing Andreas has been furiously 
working on is the handmap. If you remember the 
handmap from Alien Breed you'll recall it was a 
bit limited. The one in AB2 is a lot more sophis- 
ticated, allowing you to zoom in and out to three 
magnifications. This is down to the fact it's 
drawn using real-time resized graphics rather 
than just blocks as before. It all gives the player 
much better control and - that word again - 
atmosphere. 

Over the next few days the computer system 
should be finished, and after that all there's left 
to do (apart from a bit of tweaking here and 
there) is the putting in of the loading pictures, 
the menu graphics and effects. Almost there 
now! 

RICO HOLMES (Graphics) 

This has been one of the most productive 
months for Rico, so much so that he's even man- 
aged to write his own bit of blurb about what 
he's been up to. Saves me a job. if nothing else. 
Over to you, Rico... 

"I've spent most of the last few weeks build- 
ing the level maps for the game. (Remember last 
month we told you how we'd finally got the map 
editor up and running?) Everything is going well 
as the editor is making this normally tedious job 
a little less painful. 

"Although I've only had the editor for a rela- 
tively short period of time I've already managed 
to put together nine level maps - though there's 
no time for resting on my laurels as there's still 
a long way to go yet! The maps I've completed 
so far are the most complex ones in the game so 
the rest should be a little easier and faster to do. 

"Also completed are all the alien graphics. In 
the original Alien Breed careful players may have 
noticed that there 
are really only two fr — -—w r 
types of alien that 
differed only slight- 
ly from level to 
level. On AB2 I've 
spent a lot more 
time on the alien 
design and have 
finally arrived at 
nine different alien 
types ranging from 
squat, hard-shelled 
lobster-things to 
robots left by the 
colonists which can 
fire an assortment 
of weapons! 

"As a side note I 
have to mention that Andreas has nearly com- 
pleted the weapons for the game and BOY are 
they looking nice. [Rico is mega-impressed as 
you can tell from this over-the-top endorse- 
ment.] I've spent a while doing the graphics and 
with the new build-up system things are really 
smoking. You gonna love 'em! 
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"I've spent a 
while ray-trac- 
ing turrets. 
These turrets 
look just like 
normal floor 
panels - until 
you walk over 
them. Then the 
panels sudden- 
ly split (sort of) 

and the central circular portion flips over to 
reveal a turret which tracks you and fires at you. 
They took some time to get exactly right (you 
can't just stick ray-traced images from Imagine2 
or Real3D directly into the game - they have to 
be cropped, recoloured and centred first) but the 



end results usually turn out a damn sight bet- 
ter than if you attempted to draw them by hand. 

"Also completed are the leisure centre level 
map and graphics. This is to be the 'find and res* 
cue the scientist' level. Also finished (finally!) is 
the first level • this is the outdoor scene where 
the player must locate the entrance to the civil- 
ian building. I was quite concerned about get- 
ting the right graphic feel for AB2 after having 
looked back at the first Breed, which f now think 
looks quite weak graphically and too rushed. 
Breed 2 now has an opening level with graph- 
ics different to any other level in the game. 

"Last but not least I've drawn some character 
pictures. As mentioned in earlier instalments 
of the diary we now have two additiona 
player characters in the game, an alien (but 
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friendly, all the same) and a war robot. We have 
the option in the menu of viewing all the char- 
acters individually, which gives you a full-screen 
picture of each along with their statistics (so you 
can see who's the strongest, whose backpack 
carries the most, who starts the game with the 
best weaponry, etc). All these graphics are drawn 
in super hi res 24*bit (in case we do a possible CD 
version of the game) and then processed down 
to the best resolution on the A500. 

"I'd like to do similar graphics for each alien 
in the game. These would appear in the form of 
holographic information displays accessed from 
the INTEX computer system. I think if the graph- 
ics of the aliens were incorporated into the game 
it would give the player much more of a feel for 
them and how they lok, as it's sometimes a little 
difficult to picture them when you're only look- 
ing at a small sprite from above... [Rico is buzzing 
with ideas.] 

"Anyway, enough of that - back to the real 
world. Work work work..." 

ALLISTER BRIMBLE (Sound) 

It's not been a good month for Alllster. He's 
deeply upset after seeing that Andreas got a pic- 
ture of himself and his car . 
in last month's issue. I 
promised that next month 
we'd print a picture of 
htm with his Porsche (paid 
for by sales of his CD - 
plug, plug). 

Apart from getting all 
upset, Allister's been 
working on some nice 
squelching sounds for 
when the aliens get hit. I 
won't mention how he 
got these, due to possible 
complaints from the 'How 
could you possibly use 
poor defenseless black kit- 
tens!' brigade (regular 
readers will know what 
I'm on about). Believe me. 
Breed 2 is going to sound 

completely sick! Anyway, who better to tell you 
more about what Allister's up to than the man 
himself... 

"This month I've been working out a way of 
improving the speech quality obtainable on the 
Amiga and I think I have come up with an abso- 
lutely unbeatable solution. First I sample the 
speech from Lynette Reade (remember the sexy 
voice in Breed 1?) into my Kurzwelt K2000 syn- 
thesizer/sampler. From there I can use the on- 
board DSP chips to add special effects such as 
reverb and echol Hope you like the results when 
you hear them. 

"The really good news for all you Breed fans 
is that Andreas has just told me I can have an 
extra 200K for sound on the A1200 giving me 
twice as much memory for sonics as I had in the 
original Breed. This means I can record all my 
sounds at a much higher sample rate and also 
include reverb to add atmosphere. 

"I've also been working on my sound/music 
routine to make life easier for Andreas when he 
comes to include my speech, music and effects 
Into the game. Andreas usually has to muck 
^ .ibout joining speech samples together to 
Jltm create whole sentences but my new routine 







(Above) The black-and-white 
images you see scattered about 
are some of the rough box-art 
ideas Team 17 have had. Just 
thought you'd like to know... 



work for the box and posters - and it's fantastic! 
It's based on the alien from the packaging of the 
first Breed, except this time he's grown up and 
looks a LOT meaner. Unfortunately this artwork 
is currently at our printers getting ready to go 
on the boxes so we can't show it to you at the 
moment - sorry! 

August has been pretty crazy here at the HQ 
what with releasing Body Blows on the PC and 
also F17 Challenge which is currently No. 1 in the 
UK budget chart, followed by Project X at No. 2 
and, after almost ten months. Alien Breed '92 still 
at No. 3. We have also been getting Overdrive 
ready for release. I'll be glad when this game is 
released as a our hotline is non-stop with calls 
about it (hope you enjoyed the demo on last 
month's coverdisk, by the way). 

In addition we're getting our next budget 
release Qwak! ready This is going to be one of 
Team 1 7's biggest surprises of the year - get ready 
for loads of sleepless nights! We've also decided 
to put all our budget titles onto the CD32 at a 
very low price - watch out for these around mid- 
to-late October. 

Now the plugs are out of the way, back 
to AB2. On the marketing side you should 
by now have seen the teaser ads which are 
running all over the Christ- 
mas period. We are also 
starting to produc- 
tion of some 
demo disks for 
retailers to run 
in their shops. 
Competitions 
are also being 
set up with 
the press so 
get ready 
to win lots 
of Team 1 7 
goodies. 



AND 
NOW... 
THE 
DIARY 

Or not, as the case 
may be. Sadly the 
mighty voice of Team 
17, Martyn Brown, has 
been silenced by a mys- 
tery bug all this month 
which laid him up in bed and 
meant that he wasn't able 
to write the day-by-day 
diary. We suspect that it 
could be the delayed 
effect of his ECTS beer 
binges but we may be wrong. 
Either way, hope you're feeling better 
soon, Martyn. 

So, in Martyn's absence, special thanks this 
month go to Debbie and the rest of the gang at 
Team 17, without whom you wouldn't have had 
any text to read or nice pictures to look at. 

Normal service will be resumed as soon as pos- 
sible. 



< 
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Peter Duncan, Private Detective and Posi- 
tively Dangly are just three of the things 
that PD could stand for if it wanted to. 
Chances are that you've noticed it's page 
123 and that can mean only one thing - PD 
most definitely stands for... PD. Matt 
Broughton bends over backwards to 
please you. 




AAEGABALL 

Fortiss PD r 

Assassins disk 89. 

We've seen a fair old number of 
these Arkanoid clones in the past 
(I'm sure I even got a dodgy version 
when I bought my Amiga) but peo- 
ple seem to keep churning them out, 
desperately trying to make them 
exciting by adding more and more 
ludicrous pick-up icons that make 
you cups of tea or play 'Speed Bonny 
Boat' on the spoons or something. 
Anyway, suffice to say that this PD 
offering quite surprised me with its 
splendid gameplay and clever use of 
icon ideas. (Yes. to the point where 
you had to play it all afternoon - Ed.) 

Megaball itself is nothing new - 
you move your paddle left and right 
in an attempt to keep the ball in play 
long enough destroy all of the multi- 
coloured blocks on the screen. Some 
take more that one hit to be 
destroyed and some are indestruc- 
tible while others release icons when 
hit. It's these icons that make the 
game that bit 
more enjoyable 
than the also-ran 
clones that have 
appeared in the 
past. 

Some of the 
icons affect the 
ball in a way that 
makes it difficult 
to carry on play- 
ing in a normal 
fashion, i.e. giving 



the ball gravity, thus making it act 
like a bouncing ball, or making the 
ball magnetic - great, apart from the 
fact that you repel the ball, making 
it swerve off just as you are about to 
hit it. There's also a Space Invaders 
inspired icon that makes the screen 
drop towards you one block every 
time you hit the ball, as well as a less 
subtle icon that just blows you up! 

It's not all bad news, though, and 
you do have a decent number of 
icons that help. You can slow the ball 
down, catch the ball, grow lasers on 
your paddle as well as expand or 
reduce your paddle's size. There are 
also icons that move you promptly 
onto the next level, grant you an 
extra life, make your ball indestruc- 
tible or remove the Indestructible 
blocks. 

The graphics are quite nice and 
move at at good speed while the 
sounds are good with decent music 
spots here and there. An excellent 
time waster indeed! 
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and kill anything vaguely human" 
it wouldn't really stretch you to 
the limits of your intelligence 
would it? In the long run this is 
good news because it means that 
you should be able to get to grips 
with this PD gem straight away. 

This is nothing more than Oper- 
ation Wolf crossed with a fair- 
ground duck-shooting range but 
it's done very well. Instead of 
trained soldiers and killer snipers 
attacking you, you have to deal 
with the undead (and I'm not talk- 
ing about the CU Amiga editorial 
team). A number of different 
looking zombies pop up at vari- 
ous locations and gurgle at you. 
Not particularly worrying I know, 
but leave them long enough and 
you could find them lobbing 
grenades at you which, as you 
might imagine, does nothing for 
your health - shown as a bar at 
the top right of the screen. 

Some of the zombies walk 
across the screen at different 
speeds and must be taken down 
before they reach the other side 
to avoid more energy sapping 
problems. Generally, zombies 
only take about two or three 
direct hits to be killed (consider- 
ing that they've managed to side- 
step the laws of nature, you think 
the last thing they'd be worried 
about would be a bullet or two!) 
but as the levels progress the 
zombies get harder to kill and 
appear with greater frequency, 
not to mention more vicious. 

You have a limited amount of 
ammo and an even more limited 
number of grenades which work 
as 'smart bombs', emptying the 
screen of all zombies, but both 
can be replenished by shooting at 




ZOMBIE 
MASSACRE 

Telescan Computer 



Strategy, logic, planning and inner 
sight are just four of the things 
that you won't need to play Zom- 
bie Massacre. If I gave you a gun 
and said "Go out into the streets 



the boxes that drift down from 
the top of the screen in classic Op. 
Wolf style. 

There are a number of graphic 
backgrounds and some decent 
sound effects (undead moans and 
all that business) that make this 
an absolutely mindless, but fun, 
kill-'em-up. 
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STARBASE 13 

17 Bit Software, 

disks 2658A&B. 

Hey hey hey! This is a very interesting appearance on the PD Zone that 
attempts something we don't often see from such humble games - it's 
a Lucasarts-style point-'n'-click graphic adventure! 

Something's not as it should be - and that's putting it mildly. Starbase 
13 seems to have a problem and I think you can guess who's about to 
get shuttled off to see what's up • 
that's right, you. Landing on the 
starbase you're objective is a simple 
one - find out what the Hell is going 
on and then sort it out. 

This is an admirably ambitious 
two disk's-worth of PO. The point 
and click interface isn't quite as pol- 
ished as the commercial releases 
that we've become used to and 
there's a bit more fiddling around 
than usual but, all the same, this is 
PD and not bad at the price. The 
sound is a bit wibbly and the graph- 
ics move fairly slowly - but. then 
again, have you played Fate of 
Atlantis on an A500? 

The typical features of a graphic adventure are all here, requiring you 
to collect and use objects of varying relevance in an attempt to repair 
broken machinery and operating systems aboard the starbase with the 
ultimate goal of getting things back under control. There's a good num- 
ber of locations to roam through and overall there are no major faults. 

The only problem that needs to be brought to your attention is the 
time given to respond to hostile characters - i.e. not enough. Because 
the interface is a bit cranky, the time it takes to see that you're in trou- 



ble, move the cursor down to the 'Shoot' icon, move it over to the gun 
icon, and then over to the dangerous person is so slow that you'll often 
find that the other bloke has shot your brains out and you're back to the 
start before you can complete the manouevre. That criticism aside, this 
is a brave little PD gent that is well worth — mmmmm 
a tickle. I 7 1 °/o 
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TOP SECRET 

Magnetic Fields, 

disk GA087. 

Yes, it's that time again when the 
PD Zone goes all cutesy and plat- 
formy. Hey, I personally love new 
and original games but why both- 
er when there are so many plat- 
form variations yet to be scraped 
from the very bottom of the bar- 
rel. You might get the impression 
that it's late in the afternoon and 
I'm sick of jumping around plat- 
forms {and you'd be right) but for- 
tunately Top Secret is actually 
quite well done and therefore 
won't be subjected to the vicious 
tongue of MB. 

The plot's not really that rele- 
vant (or interesting for that mat- 
ter) but suffice to say that you're 
a cute bloke who has to retrieve 
a number of floppy disks from 
various platforms located around 
the screen. The obligatory 
cute/nasty creatures are there to 
-.top you and all It takes is one 
touch to lose a life and drop off 
the screen crying. The platforms 
are connected by a series of lad- 
ders and, though your character 
can drop onto lower platforms 
»w and ladders from above, he 
Lm can't actually jump - inter- 
W esting twist to the standard 




ii 




There's an overall time limit for 
each level which is made appar- 
ent by a killer elephant that 
appears and steams towards you 
in a very frightening way - aiyeeel 
On top of that, there are pick-ups 
along the way that do such help- 
ful things as slow baddies down, 
jump a level, give an extra life 
and all the other things pick-ups 
generally do. 

Top Secret may sound a bit old 
hat, but if you enjoy a good old- 
fashioned platform romp with 
cutesy animals then grab your joy- 
stick and boogie. 
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platform format, don't ya think? 

You're not entirely defenseless 
and can throw bombs at anything 
storming towards you in a threat- 
ening fashion. When hit, nasties 
(squirrels, birds, etc) turn into 
less-threatening static versions of 
their former selves and can be col- 
lected for points. If you leave 
them for too long, though, they 
will revert to their dangerous 
forms and continue after you. The 
amount of time before their 
transformation depends upon 
what the creature is and what 
level you are on. 




P D Z O 



INSECTOIDS 2 

17 Bit Software, 

Assassin disk 114. 

Nostalgia time again! Turn on the 
Adam and The Ants singles collec- 
tion, wear white socks with black 
shoes, call people with flared jeans 
'girls' and drink cans of Panda 
shandy 'cause you're so bloody hard. 

Games like this take me back to 
my early teens when, for six weeks a 
year, the fish and chip shop at 
Upminster Bridge was the centre of 
the universe for a gaggle of children 
- myself included, obviously. The rea- 
son for this wasn't the chips (lovely 
though they were) but because the 
owner used to get in trendy arcade 
machines such as Oorf, Phoenix and 
Galaga for us to pump our summer 
holiday money into. So as you might 
imagine, it was with a glint in my 
wrinkled eye and a lump in my 22- 
year-old throat that I looked upon 
this excellent PD crossbreed. 

Insectoids 2 is more closely relat- 
ed to Galaga than anything else, 
each level starting with aliens sweep- 
ing across the screen for a couple of 
seconds before falling into rank at 
the top. This goes on until all the 
aliens are out, and then it all gets a 
bit Galaxian-ish as they sweep down, 
dropping bombs and trying to col- 
lide with you. As the levels progress, 
they get faster, more nasty and also 
get a bit more liberal the bombs. 

Your ship is fairly weak initially, 
with only one bullet on-screen at any 
time and slow movement, but this 
can all be changed thanks to the 
UFOs that occasionally trundle across 
the top of the screen and can be shot 
for power-up icons. The falling icons 
can be shot at to cycle through the 
available treats which may reward 
you with extra lives, double fire, 
faster fire, faster ship, etc. 

The only other things to be men- 
tioned are the bonus rounds that 
appear every few levels with set pat- 
terns of flying aliens that must be 
wiped off the screen (it really helps 
if you're souped-up at this point). 
After each round, you are given a rat- 
ing depending on how many got 
away and given a point reward 
before you're off to the next level. 

It's all beautifully simple and 
bungs along at an excellent pace. 
What more can I say except go and 
buy the thing now. 
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SUPER PONG 

17 Bit Software, 

disk 2708. 

I'm getting a bit tired of saying 
the word 'nostalgia' so I'll just 
refer to this as 'old and tired*. 
Pong has got to be on* of the first 
things I over saw that could be 
referred to as 'home computer 
gaming entertainment*. Many 
happy hours were spent staring at 
our telly as the Grandstand con- 
sole performed Pong, football and 
various other games for our enter- 
tainment. They all amounted to 
little more than white dots glid- 
ing around a black screen but - 
hey! - this was a long time ago. 

As Is always the way with PD, 
someone has picked up Pong, 
taken it home, wined it and dined 
it, and persuaded it to take off its 
clothes and have a jolly good rub 
down. The result is here, for your 
eyes only - Super Pong. 

So what can we expect from 
this rejuvenated pensioner? Well, 
the new improved model comes 
complete with icons and guns. No, 
I'm not kidding, you actually get 
to shoot each other now (it is the 
90s, I suppose). While you're mov- 
ing around in the generally 
accepted Pong way, you can blast 
at your opponent, human or com- 
puter, and if you manage to hit 
them they'll freeze for a number 
of seconds giving you the chance 
to slip the ball past their helpless 
paddle. You can only have one 
shot on the go at any time so you 
can't fire off all over the place. 

Icons appear in the space 
between the two of you and, if 
shot, will do a number of 
Arkanoid-ish things, ranging from 
extending the length of your pad- 
dle to reducing your opponent's 
length (chortle). O th er more imag- 
inative icons turn the ball into a 
bomb destroying the next person 
to touch it or give the player three 
paddles instead of one. 

I'm sure that you can picture 
the scene, so look at the screen- 
shots and decide for yourself - It's 
quite good fun for a two-player 
bash. 



ASSASSINS - 

AND LOTS OF 'EM! 

Yes, I've run out of things to say about new Assassin disks, 
so once again here they are thanks to our good mates out in 
PD land. 

ASSASSINS DISK 89 

MEGABA1 L Excellent Arkanoid varient. See main review, 
x FIRE A bit limited but okayish shoot-in-a-maie game. 
CLUEDO: Well, it's er... sort of... well... er. Cluedo really! 

OVERALL: 76% 



ASSASSINS DISK 111 

KARATE WORM: Average platformy offering. 

ST AX: Tetris varient. Nothing special at all really 

BILLY DRAGON: Dreadful SEUCK game with dreadful everything really. 

OVERALL: 40% 



ASSASSIN DISK 112 

THUNDfRIRON: Damn fast light-bikes game; one or two players on speed. 
ALIENS: AMOS writen Space Invaders. Poor and dated. 
TRON: Lightbikes with six opponants and trails that dissapear after a 
while. Okay variant. 

STEP TWO: Simple puzzler. Not much fun really though. 

OVERALL: 50% 



ASSASSIN DISK 113 

P0PEVE: Platform japes with that silly sailor chap. A spot-on conversion 
of the old coin-op. 

WHITE RABBIT: Excellent puzzler. (Reviewed last issue - 82%) 

TREK TRIVIA: Interesting if you're completely nuts on Star Trek. Probably. 

OVERALL: 61% (White Rabbits is the only worthwhile thing here.) 



ASSASSIN DISK 114 

INTERNATIONAL CRICKET: Brave effort at a hard game. Not too bad, all 
things considered. 

INSECTOIDS 2: Brilliant! See main review. 
YUM YUM: Very, very poor Pacman crap. 

OVERALL: 78% (Mainly due to Insectoids 2) 



ASSASSIN DISK 115 

STAR TREK: Dreadful SEUCK game. (I once wasted f 1 on this crap!) 
EGYPTIAN RUN: 3D ish driving game-ish thing. A bit ish-ish. 
SLIMELINE: More light-bikes anyone? 

SHARK: You're a shark and you eat fish. Whoah, now I'm excited. 

OVERALL: 38% 
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I WANT TONS OF PD PLEASE! 

You're probably already saving up your pennies after read- 
ing that little lot. so here's where to send your money to 
once you've got the readies. 

• 17 Bit Software, 1st Floor Offices, 2/8 Market Street, 
Wakefield WF1 1DH. 

Telephone: (0924) 366982. 

• Magnetic Fields, P.O. Box 118, Preston, Lancashire PR2 
2AW. 

- Fortlss PD. P.O. Box 2. Earl Shilton. Leicester LE9 8LU. 
Telephone: (0455) 850980. 

• Telescan Computer Services, Handsworth Road, 
Blackpool. 

Telephone: (0253) 22296. Telephone: (0455) 850980. 



RECOMMENDED 

Although we like to think that we're a bit hard here at The One we have to 
admit to getting a touch scared when October rolls around. The reason? 
Halloween, of course, when all the ghosts and ghouls roam the land looking 
for young boys and girls to frighten. That's why, come the dreaded night, 
you'll find us locked away in our homes with all the lights on, desperately 
trying to take our minds off the horrors outside by playing a top bit o' soft- 
ware. If you're wise you'll be doing the same, and why not use our handy 
Recommended section to find the game that'll see you through the night? 



The Aquatic Games 



Publisher 
Issue Reviewed 
Memory 
Price 



Millennium 
October 1992 
51 2K 
£25.99 



84°/c 



89% 



Although this type of 'waggle your sticks' sport game 
went out with Noah, The Aquatic Games infects new 1Kb 
Into the old dog by Introducing a number of unusual 
events. Packed full of cartoony visuals and aided by a 
bouncy soundtrack, the AG's should entertain most 
owners with a sense of humour. 



Arabian Nights 



Publisher 
Issue Reviewed 
Memory 
Price 



Krisalls 
April 1993 
1Mb 
£25.99 



Yes, Arabian Nights is yet another platform game, but 
dont yawn and turn over the page because this one is 
really something rather special. It's fast, looks good, 
sounds torrific and plays superbly, but on lop of that 
u s got some excellent 'arcade adventure' aspects to 
add a touch ol depth. Smart stuff all round. 

Archer Maclean's Pool 



Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
October 1 992 
51 2K 
£25.99 



When Jimmy White s Snooker was released, the public 
lapped it up In droves. Archer has used the same game 
engine to produce a game which is arguably better 
than Snooker due to the fact that Pool Is a more 
accessible and easier to play sport. II you missed out 
on JWWS then you'd better pot this un. 



Assassin 

Publisher 
Issue Revlewod 
Memory 
Price 



Team 17 
November 1992 
1Mb 
£25.99 
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90% 
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85% 



Battle Isle 93 
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Assassin is a Strtder-based arcade shoot-'em-up which 
blows the rest of the rest of the feeble attempts clean 
out ol the water. With perfect control, five massive 
levels, gorgeous graphics. Inspiring sonic*... Need 
we go on? Assassin should be in everybody's 
software collection, now! 




Publisher 



Blue Byte 



ssue Reviewed August 1 993 

Memory 1Mb 

Price £29.99 

If you liked Battle Isle then youll love this. It's 
basically more the samo but with an enhanced control 
Interface ripped from Hlstoryilne. Once again you have 
to pit your armies of tanks, troops and space fighters 
against the enmy hordes. For those of us who thought 
we'd never enjoy a strategy game It's a godsend. 



Beast 3 

Publisher 
Issue Revlewod 
Memory 
Price 



Psygnosls 
September 1992 
1Mb 
£29.99 



Whilst the first two Beast games were lovely to look at 
but crappy (o play. Beast 3 show exactly how It should 
have been done. It s still dreamy to watch but 
underneath Ihe visuals there's a right stonknr of a 
game. The cleverly designed puzzles and frantic non- 
stop action should keep most entortained for weeks. 



Body Blows 



Publisher 



learn 17 



Issue Reviewed March 1993 
Memory 1Mb 
Price £25,99 

You've read the hype and we've had the phone calls 
but now, at last. Body Blows Is here. And • yes) • K Is 
better than Street Fighter 2. The graphics and sound 
are as excellent as you've come to eipect from Team 
17, and the fumpln' gameplay is fast and furious. Every 
Amiga gamer, beat-'em-up fan or not, will love this. 

The Chaos Engine 



Publisher 



Renegade 



Issue Reviewed February 1993 
Memory 1Mb 
Price £25.98 

It's been an age in the making but Ihe wall has |ust 
about been worth it. TCE Is basically Gauntlet with 
knobs on • but what knobs! Computer-controlled, 
artlfkially-lnlelligent second player, musk that 
changes with the action, RPG-like character 
development, the list goes on. Great fun, all In all. 




RECOMMENDED 



Chuck Rock 2 



Publisher 
Issue Reviewed 
Memory 
Price 



Core Design 
April 1993 
1Mb 
£25.99 



86% 



CR2 stars baby Chuck Jnr In a perilous trek across 
loads of gorgeously detailed and heavlly-parallaxed 
sc roily levels In an attempt to rescue his dad, the 
tamed Chuck Rock. Although familiar platform stuff, 
the huge, imaginatively -drawn baddies and tongue-in- 
cheek humour makes this a winner. 



Combat Air Patrol 



Publisher 
Issue Reviewed 
Memory 
Price 



Psygnosis 
April 19B3 

1Mb 
C29.99 



In the same month we review Desert Strike along 
comes the similarly Gulf War-inspired Combat Air 
Patrol. It's a night sim with Us eye firmly on playablllty 
rather than rigorous technical accuracy, so while II 
may not impress the slm hard-liners the rest of us will 
have a whale of a time. The 3D. by the way, Is great. 



Crazy Cars 3 

Publisher 
Issue Revlowod 
Memory 
Price 



Titus 

August 1992 
612K 
£25.99 



Another series of games where the third proved to be 
the best of the bunch. Forget the previous two. or 
most other sprite-based racers • this game is one of 
the contenders for the racing trophy. It scrolls, plays 
and moves so well that you'd be a fool to let this one 
overtake you. 



Desert Strike 



Publisher 
Issue Reviewed 

Memory 

Pries 



Electronic Arts 
April 1993 
1Mb 
£29.99 



Dune 2 

Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
July 1993 
1Mb 
£30.99 



From Westwood, the people who brought you the 
equally recommended Kyrandia, comes this, a very 
playable and beginner friendly strategy gamo In the 
Sim City mould. Harvest spice, fight rival Houses, 
become ruler of Arrakls and have fun. This is good 
stuff for strategy buff and novice alike. 



Fireforce 

Publisher 
Issue Reviewed 
Memory 
Price 



93% 



Flashback 




Publisher US Gold 

Issuo Reviewed March 1993 
Memory 1 Mb 

Price £25.99 

Flashback Is from the French geezers wot brought you 
Another World. If truth be told Its not quite as 
stunning as that classic but Its a close run thing. The 
animation of your character as he runs, jumps and 
fights his way, Prince of Persia like, through the alien 
world is superb. A platform game tan's dream. 



89°/c 



91% Goal! 



Publisher 



Virgin Games 





90% 



90% 
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Definitely EA's best Megadrtve-to-Amlga conversion 
yet, DS has you flying a state-of-the-art attack chopper 
around hostile desert territory. It's a thinking man's 
shoot- em-up basically, with excellent graphics and 
sound and flawless playablllty. A classic, and actually 
better than Its Mogadrive inspiration. 





90% 



88% 





ICE 

October 1 992 

512K 

£25.99 



90% 



Yet another blast from the past, Fireforce has 
distinctly Green Beret origins. Who cares where It 
comes from when the end product Is this good? 
Violence and more violence (with some distinctly 
realistic throat- slitting) make this horizontally scroller 
a game which you should hide from your granny. 




86% 



Issue Reviewed June 1993 



Memory 
Price 



1Mb 
£25.99 



The game that would be Kick Off 3 is finally here and 
ITS • scorcher! While not as instantly accessible as 
somo of Hs rivals thoro s a wealth of options that you 
can toggle on and off to make life easier. In our book 
It's not quite the Sensi beater that some would have 
you believe but it's great nono-the-loss. 

Gunship 2000 

Publisher Micro Prose 

Issue Reviewed July 1993 
Memory 1 Mb 

Price £34.99 

Have we had to wart tor this one! Don't worry, though, 
its been worth tt. Once again the Prose people have 
come up trumps with what Is undeniably THE 
helicopter sim on Amiga. Super-fast contoured 
landscapes, wingmon, oodles of firepower and long- 
term challenge make this any flyboy's neit must buy 1 . 

Hired Guns 

Publisher Psygnosis 
Issue Reviewed September 1993 
Memory 1 Mb 

Price £29.99 

You may not think that you like RPGs but if so then it's 
likely you haven t played Hired Guns - it truly Is an RPG 
for everyone. Using a Dungeon Master-style control 
system you must guide lour futuristic mercenaries 
around completes blasting all and sundry and solving 
puzzles. It s violent In the extreme • but great fun. 

Indy Jones IV (Adventure) 

Publisher US Gold 

Issue Reviewed January 1993 

Memory 1 Mb 

Price £37.99 

Many consider Indy IV to be the best graphic 
adventure ever and thanks to Its superb graphics and 
sound, multiple plot paths and marvellous atmosphere 
theyre not far wrong. However, on Amiga the 
enjoyment Is marred slightly by extreme slowness In 
places and somo annoying disk swapping problems. 



Ishar 2 



Publisher Sllmarils 
Issue Reviewed July 1993 
Memory 1 Mb 

Price £29.99 

Yet more adventures In Arboreal The game engine has 
been tweaked and cleaned up hare and there, but 
technically It s not that much of a leap over what the 
first Ishar offered. All the same It's good, long- 
lasting entertainment, even if you can still spend 
too much time wandering around lost. 
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The Legend of Kyrandia 



Publisher Virgin Games 

Issue Reviewed November 1992 

Memory 1 Mb 

Price £29.99 

A graphic adventure In the Monkey Island 2 model. As 
Brandon, your only chance of resuscitating your 
tumed-to-stone Grandad Is by defeating the mad |ester 
Malcolm <the best villain to have appeared In an 
Amiga game yet), lots of truly gorgeous graphics and 
an Inspired player Interface. 



93% 



90°/c 
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Legends of Valour 

Publisher US Gold 

Issue Reviewed December 1 992 

Memory 1Mb 

PriCO £25.99 

LoV uses an amazing graphics engine to generate the 
most realistic 3D environment you ever seen! tt gives 
you total freedom of movement in the fantasy 
gameworld and makes this one of the most 
atmospheric RPGs yet! Destined to be hailed a 
classic, you'd be foolish to miss tt. 



Lemmings 2 

Publisher 
Issue Reviewed 
Memory 
Price 



Pysgnosls 
March 1993 
S12K 
£25.99 



Oh yesl They're back! lopping what must be THE 
classic game of the last few years was never going to 
be easy but DMA Design have done a top job. There 
are fifty new abilities to learn (some Lems can even 
fiy: ■ and Increased player Interacton with the scenery. 
Just as much fun as the original ever was. 



Lionheart 



Publisher 
Issue Reviewed 
Memory 
Price 



Thai ion 
March 1 993 
1Mb 
£25.99 



German coders are on a bit of a roll at the moment, 
what wrth No Second Prize and now this, a hack-n'- 
slash platform romp. Boasting some of the most 
stunning scrolling parallax scenery you've ever seen 
and tight, addicitve gameplay, this Is a terrific title 
that is an essential part of your software collection. 

The Lost Vikings 



Publisher 
Issue Reviewed 
Memory 
Price 



Interplay 
June 1993 
1Mb 
£25.99 



The Lost Vikings Is an arcade adventure with a 
premise very similar to Goblllins', I.e. you have three 
characters under your control, each of whom have 
different abilities, and you have to use them In the 
right order to solve puzzles. Fortunately It's far better 
than that game. Indeed, It's one of the best this year! 



Lotus 3 

Publisher 
Issue Reviewed 
Memory 
Price 



Gremlin 
October 1992 
61 2K 
£25.99 




m 



92% 



91°/ 



McDonaldland 

Publisher Virgin Games 

Issue Reviewed December 1992 
Memory 1 Mb 

Price £25.99 

Yet another attempt to 'do' Mario on the Amiga, this 
one succeeds thanks to superb playablllty and some 
interesting twists on old piatformlng themes. Of 
course It's barely got an ounce of originality but who 
cares when the game's this much fun? Want a great 
platform game? You got IU 

No Second Prize 




Publisher 
Issue Reviewed 
Memory 
Price 



Thallon 

December 1992 

1Mb 

£25.99 



91% 
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NSP Is arguably the first bike game to actually make 
you feel like you're astride a throbbing metal monster. 
Where tt scores most over its predecessors is the 
ease of control the player has over the bike - its sheer 
bliss! Virtually faultless, It ranks alongside such other 
racing classics as Lotus and F1GP. 

Premier Manager 2 

Publisher Gremlin 

Issue Reviowed September 1992 

Momory 1Mb 

Price £25.99 

It's not every day you'll find us raving about a footy 
management slm, so when we do you can bet It must 
be pretty special - as Premier Manager 2 Is. Its full of 
features and options yet Is still marvellously easy to 
get Into and to play. 11 you fancy taking your team to 
the top of the league here's where to come. 
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Putty 
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Publisher 
Issue Reviewed 
Memory 
Price 



System 3 
October 1 992 
1Mb 
£25.99 
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88% 



The third Lotus instalment miies the best of the two 
previous offerings and ends up with a game which will 
satisfy all. With laps or circuits, a variety of race 
conditions and an unusual course designer, 
Gremlin have produced a real winner. You still 
cant wreck the Lotuses, though! 




A high-flyer In the charts ■ and deservedly so. Putty Is 
one of the most original games, let alone platform 
games, to have appeared in a long time. As a tiny little 
blue blob, the player has to slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robot* 
from an evil wizard's minions. Try It - you'll like it! 

Sensible Soccer VI .1 

Publisher Renegade 
Issue Reviewed December 1992 
Memory 51 2K 

Price £25.99 

Here at The One we dont care what you OR your 
mates say - Senslsoccer kicks seven bells out of Kick 
Off 2. Instinctive control and out-and-out 
addictlveness make it a (oy to play, and the Improved 
goalies In this revised version have resulted in a game 
that* near flawless! 

Shadoworlds 

Publisher Krisalls 
Issue Reviewed November 1992 
Memory 1 Mb 

Price £25.99 

From the same boys who brought you ShadowfandS, 
Shadoworlds re-employs the Photoscape system to 
good effect in this Aliens-inspired RPG. The accent's 
more on action here than the puzzle-orientated 
Shadowlands and arguably suffers for it - shooting 
monsters In half-darkness can get annoying at times! 



RECOMMENDED 



0 



Soccer Kid 

Publisher 
Issue Reviewed 
Memory 
Price 



Krisalis 

September 1903 

1Mb 

£26.99 



93°/c 



85% 



Troddlers 



Publisher 



Slotm 



Well, well, well. Only lour months after we screamed 
that Superfrog was the best Amiga platform game 
ever along comes Soccer Kid and we have to change 
our tune. It's nothing short of brilliant • gorgeous to 
look at, sweet on the ears and boasting some of the 
slickest gameplay we've seen in a long time. Buy Iti 



Street Fighter 2 




■ ' » * Tv*! 



IE® 



Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
January 1993 
1Mb 
£27.99 



89°/c 



Street Fighter 2 on the Amiga isrvt half bad at all. It's 
not as smart as the SNES version, agreed, and die- 
hard fans of the coin-op may be disappointed by some 
of the graphical omissions like the lack of paralleled 
backgrounds, but there's still no denying that this Is 
one of the Amiga's better beat- em-ups of late. 

Superfrog 

Publisher Team 17 

Issue Reviewed April 1993 

Memory 1Mb 

Price £26.99 

Forget Zoo I - this is the real Amiga Sonic-beater . Like 
all Team 1 7's games H looks and sounds marvellous, 
but the gameplay Is what really makes the game 
shine. From the control through the level design to 
the difficulty, It's all been brilliantly thought-out. You 
woni have had so much sheer fun In a long time. 

Syndicate 

Publisher Electronic Arts 

Issue Reviewed July 1 993 

Memory 1 Mb 

Price £26.99 

Cross Bladerunner with a Sam Pecklnpah movie and 
what do you gel? Syndicate. From Bullfrog, this Isn't 
perhaps quite In the same league as Populous 2 or 
Powermonger but it's damn fine all the same, 
especially If you like your computer game violence 
gorey and realistic. Dead smart 




Issue Reviewed October 1 992 
Memory 51 2K 

Price £25.99 

A puzzle game which Is firmly Lemmings Influenced, 
Troddlers adds lo the DMA classic by Introducing a 
number of different level objectives. If anything II 
a little more to Solomon's Key than Lemmings with 
emphasis on block manipulation as a means lo 
guiding the Troddlers to the level exit! 

Wing Commander 



Publisher 



Origin 



Issue Reviewed November 1 992 
Memory 1 Mb 

Price £29.99 

ITS the PC-to-Amlga conversion no-one thought we'd 
ever see, but here tt Is and Its not half bad. if-, got 
everything the PC version had and Is thus Just as 
impressive. Although the 3D can be sluggish at times, 
the superb feeling ol actually taking part In a big 
(pace campaign pulls you through the occasional 

Worlds of Legend 



Publisher 



Mind scape 



issue Reviewed June 1993 
Memory 1 Mb 

Price £25.99 

If you missed last year's Legend then you should 
for R right now and get this. It's a simply superb RPG 
which uses a near-identical control system. It's got 
plenty of action and buckets of atmosphere. If you're 
the sort of person who normally cringes In horror at tl 
thoughts of RPGs then this will convert you. 



88°/c 



Zool 



Publisher 



Gremlin 




ssue Reviewed October 1 992 

Memory 1 Mb 

Price £25.99 

Gremlin certainly cooked up a character to rival 
Mario and Sonic in this tribute' to the sad consoles. 
Fast, furious and manic in every way, Zool Is a 
statement to industry that the Amiga can perform as 
well as the plastic slabs • and better! There's nothing 
ke Zool to impress your mates. 



COMPETITION 

Once again it's that point in the magazine where we like to fill a bit of dead space by offer- 
ing you the chance to win one of ten top software prizes. All you have to do to enter is 
write the answers to the following four questions on the back of a postcard or sealed enve- 
lope and send them to: Recommended Compo 10, THE ONE, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU to arrive here by no later than October 28th. The first ten correct 
entries we pick out of the hat after the closing date win a free game. 

(1) In the nursery rhyme, who was the simple chap on his way to a fair who met a pieman? 

(2) Pop sensations Bros consisted of two identical twin brothers, Luke and... who? 

(3) Name the biblical hero who defeated Goliath with a sling. 

(4) What relevance do the answers to the questions above have to The One? 





With Simon Byron 



They say that readers will 
only ewer write in if you're 
doing something wrong. It's 
amazing to think that we 
slog our guts out dreaming 
up ideas for features* col- 
lating news from all around 
the globe and assembling 
what we like to think is the 
finest Amiga games maga- 
zine, and all we ewer seem 
to get post-wise is people 
complaining about the tini- 
est of things. 

The Next Month page has 
been generating consider- 
able interest of late and my 
letters tray has been posi- 
tively brimming with corre- 
spondence, none off which 
is particularly complimen- 
tary. And to prowe that I'm 
not one to sweep criticisms 
under the carpet, here are a 
few choice offerings. 

Read and enjoy. 



tents of the November issue slight- 
ly wrong then you shall be hearing 
from my solicitor. Good day to 
you. 

May Dupname, 
Institute of Statistics, 
London. 

Look, mote, it /ust isn't my fault We're 
often promised games and don't 
receive them but we never threaten to 
sue the somvore companies responsi- 
ble. Why don't you get oft your high 
horse and do something interesting 
with your life. If not, I'll see you in 
Courts. 



Dear Simon, 

The Next Month page is crap. Why 
oh why oh why do you always pre- 
tend that you know what'll be in 
the next issue when you are obvi- 
ously making things up? I've 
always been told that honesty is 
the best policy - haven't you? I II 
list a few occasions when you've 
well and truly messed up. 
Let's begin with November 1992. 
You stated that the following issue 
(the one you referred to only as 
"December") would be "swamped 
by software", containing reviews 
of The Chaos Engine, Indy 4, KGB, 
Gunship 2000, Street Fighter 2 and 
Rampart, of which only the latter 
was correctly predicted. If you ask 
me it highlights a worrying degree 
of ineptitude. 

December brought with it not 
snow or festivities, but more 
damned lies. First you declared 
that The Magnificent Seven would 
Ride Again, when in fact only six 
of the supposed seven turned up. 
Not content with that, you draft- 
ed in the by-now favourites Street 
Fighter 2, Desert Strike, Gunship 
200 and The Chaos Engine, which 
were all indicated as 'definites'. 

If you define 'definites' as just 
trying to fill the space and keep 
the readers interested' then you 
were undoubtedly right. Call me 
old fashioned but I prefer the 
proper meaning, the one which 
implies a certainty. The only game 
you got right was Street Fighter 2. 
One out of five - and that was one 
of your better months! 

I could go on but I fear by now 
you're justifiably embarrassed - 
and rightly so. Suffice to say that 
your hit-rate for predicting mate- 
rial for the next issue is approxi- 
mately 16.7%, October 1992 to 
September 1993, which by any- 
one's standards just isn't good 
enough. I'm fed up with reading 
your half-hearted lies and if 
you so much as get the con- 



Dear Simon, 

May Dupname was right (Next 
Month. October 1993), the Next 
Month page is crap. I'm not so 
bothered by the fact that you 
seem unable to provide concrete 
facts about the next issue, but 
more by the unforgivable typo- 
graphical errors that tend to creep 
in at regular intervals. If you look 
carefully at May's letter, you i II 
notice that you've left a '0' off the 
end of Gunship 2000 in paragraph 
3. 1 can't believe that a statistician 
would get a number wrong, so the 
blame must surely fall at your 
front door. Sort it out or I'll start 
buying the Daily Mirror. 

Billy Bay watch, 
Amersham. 



ed lor comedy effect (although I realise 
they weren't actually tunny). Erm, in 
light of this, could you lend me ony 
money? 



Dear Simon, 

Ha-ha! Sucker! Mug! Goddamn 

crazy fool I 

Hi, it's only me here, wondering 
what you're up to. I'm actually sat 
in a rubber dingy on a beach 
somewhere in the Caribbean, with 
my lovely girlfriend and my even 
lovelier bottle of Orangina. Weath- 
er's been marvellous so far and 
myself and Allison have spent the 
past five days doing absolutely 
nothing apart from sunbathing 
and eating, which hasn't been 
good for my figure - I've put on 
another couple of tons! 

How's the issue going? Not that 
I care, of course. If you think about 
it, I've done as much work this 
month as I always do because I'm 
lazy and I like to delegate. 

Must go now - the sun's dip- 
ping over the horizon and if any of 
the natives discover me floating in 
the sea then they'll attempt to har- 
poon me and make soap out of 
me. 

Sod off, 

David Upchurch, 
The Caribbean. 



Moving on. 



Sorry Billy, it's just one of those things 
You hove to realise, though, that I m 
under immense pressure this month. 
Dove's on holiday and there 's just MM 
and myself writing the pages, which 
means that we may have overlooked 
same errors. I hope that particular 
beauty didn't spoil your enjoyment too 
much. Next. 



Dear Simon, 

Last month's Next Month pagere- 
duced me to tears. Bringing up a 
young child is very stressful and 
tiring and I was extremely hurt by 
your wild accusations that implied 
I tortured you as a child. I always 
worked part-time to provide you 
with smart-looking clothes, decent 
toys and nutritious food and this 
is how you repay me. I now wish I 
had done some of those wicked 
things you graphically described. 

You used to be such a lovable 
child. I blame that horrible London 
place - you've never been the same 
since you moved up there. You're 
not 'on' anything, are you? I've 
heard the effects of smoking cof- 
fee or whatever you kids do in 
your spare time can be devastat- 
m 9- 

If you so much as print anoth- 
er wicked word about me then I'll 
put two sharpened pencils up your 
nostrils and hit them with a crick- 
et bat. 

Love, as always, 

Your mum, 
Bournemouth. 

At the risk of repeating myself. I'm truly 
sorry. It was never my intention to por- 
tray you os on uncaring mother - tost 
month 's falsehoods were simpty indud- 



Dear Simon, 

I've seen the way the readers have 
been ruthlessly persecuting you 
this issue, so for your information 
this is what will be happening in 
approximately four week's time: 
Reviews of Frontier (yes, abso- 
lutely definitely, honest!). Over- 
drive, Legacy of Sorasil, Total Car- 
nage. Uridium * 2, Turrican3, 
Ambermoon, plus many, many 
more. 

A couple of EXCLUSIVE Work In 
Progresses: Ruff 'n' Tumble, Rene- 
gade's stunning new arcade game, 
and Bullfrog's latest epic, tenta- 
tively entitled Theme Park, along 
with several others. 

Superb coverdisks, the likes of 
which you'll never have seen 
before. Highlights may include 
Micro Machines, Zool 2 and Brutal 
Sports Deluxe. 

And lots of other stuff. 

Can you handle it? 

Regards, 

The November Issue, 
Everywhere. 

Phew, soved. The contents of the 
November issue hove come straight 
from the horse's mouth and I can't be 
held responsible for any last minute 
changes. Ha! 



Dear Simon, 

Probably. 

The November Issue, 
Everywhere. 



November 
Issue out 
October 
28th. 
Miss it 
and you'll 




Frontier - Finally reviewed! 




Overdrive • Definitive review) 




Uridium 2 - Review and demo! 




Turrican 3 - Surprise new entry! 




BOX CONTAINS: 

• Pilot's manual 

• Reference manual 

• 4 High altitude charts 

• 2 ILS approach charts 
— 740 Airports 

• 1 A320 USA poster 



THE BEST SELLING FLIGHT SIMULATOR 
IN EUROPE JUST GOT 







© Lufthansa 



Developed 



cooperonco 



-Deutsche Aerospace Airtjus 




Available from: 
Centresoft — 021 625 3388 • Columbus — 0457 860300 
Leisuresoft — 0604 76871 1 • SDL — 081 309 5000 
Available on: 
Amiga, Atari ST, Falcon, IBM PC & compatibles 
Price: 

Amiga & Atari ST — £35.99 • PC — £45.99 



THALION Lid. 120 Anderton Park Road. Moseley, Birmingham. England B13 9DQ 
Tel: 021 442 2050 • Fax: 021 442 2050 





THE CRITICS HAVE CAST THEIR VOTE - 

FLASHBACK IS THE WINNER 



u Flashback... 
outperforms Another 
World ■ it's by far the 
deeper game of 
the two 99 

OAR AN BRENNAN 

Games Retailer (UK) 



u This game has no 
equal in its field " 

DOMINIC DIAMOND 
Gamesmaster TV Series (UK) 



« Just awesome!... 
best Mega Drive 
game I've ever seen 
or played! 99 

PAUL GLANCE Y 
Megatech (UK) 



« ...there's over 
two-thirds of the 
year left and I can 
honestly state that 
Flashback is the 
game of the year! 99 

SIMON BYRON 
The One Amiga (UK) 





available for your Sega Mega Drive, 
PC & Compatibles and Amiga 



Oration Duvvln 
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